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NOBODY FILLS IN MORE 


There are tons of secrets around a place like Nintendo. There are 
security guards, computer passwords, identifica- 
tion badges, paper shredders - the whole 
works. All to keep the critical info. very, very 
classified. ¢ But there is one place where a 
few things slide. And that’s down to the writ- 
¢ ers at Nintendo Power. Nobody gets more com- 
prehensive game reviews, previews and information on Nintendo 64 
than they do. ¢ Except you, if you become a subscriber. * For 
just *$19.95 a year, you can pick up 12 issues of Nintendo’s most 


*Canadian reisdents pay $27.95. 


OF THE MISSING DETAILS. 


guarded information. It’s everything you’d like to know, from 

important tips, secret codes and strategies, to game rankings and 
reviews. * What's better, if you order your subscription = 7 
“now, we'll throw in a brand new Player’s Guide - for 2" | 
; nothing. It’s your choice: in-depth coverage for Killer 
Instinct, Donkey Kong Country 2, or Super Mario RPG. « 
| So call 1 -800-255- 3700 ae Or grab the enclosed card 4 


sooner you start filling ay oat the sooner we can start aime non in. 
* Call 1-800-255-3700 TO SUBSCRIBE. 
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sions in Acclaim’s new Now Playing GE 
action title. Pak Watch 
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Brain? Brain? 
Where's the Brain? 

Today in ecology class our 
teacher was showing us a 
cross section of a worm 
Pretty gross stuff if you ask 
me, hut hey, that’s ecology 
[see that big part where 
Earthworm fimn's neck 
should be. You know, that 
sort of bulge. Then | see that 
the brain and the hearts and 
everything. ARE ON THE 
OTHER END OF THE 
BODY! All the nerve cells 
end at the bulge! In other 
words, THE END WITH 
lIM’S HEAD IS COM- 
PLETELY WITHOUT FEEL- 
ING! Someone 


PULSE 


it off and he wouldn’t even 
notice! Personally | don’t 
care, but the guys at Shiny 
should do a bit of research 
on the next animal they 
make a game after. | know 
Jim mutated, but switching 
around his entire internal 
anatomy 1s a bit much 
Andrew Fraticelli 
via the internet 


Deucedly clever of you to 
figure this out, Andrew, but 
aren't you overlooking the 
bioengineering capahilitres 
of fim’s super spacesuit? Not 
only does #t rearrange his 
innards ike so much patio 
furniture, but it gives him 
Elvis-like sex appeal for 


SOMEBODY 
WAD TO Do \T! 
THIS KID WAS 

DRIVING ME 
CRAZY 


@ swrenoo power 


Read all about it! Nintendo Power readers 
report breakthroughs in the fields of earthworm 
anatomy and robot science! Made any discover- 
ies of your own? Forget the guys who give out 
the Nobel Prize. Write to Power instead! 


wooing and winning 
Princess What's-Her-Name 
We're certainly glad that jim 
has devoted his amazin’ 
powers to niceness and 
honor instead of rottenness 
and cheating at tiddlywinks! 


Check Out the Layout 


| have purchased several 
issues of Nintendo Power 
on the newsstand and am 
writing to comment oF the 
new layout. |am glad that 
Nintendo Power has chosen 
to move on to something 
new | just can’t see reviews 
of up-to-the-minute technol- 
ogy such as the N64 ina 
magazine that has hardly 
changed at all in its history. 
The expanded Player’s Pulse 
is an excellent choice, I've 
nouced that the letters 
erther make people happy 
or get them all worked up, 
and that pets everyone 
involved. 


Brian Ross 
Brampton, Ontario 


Cool. Awesome Letter 
My favorite part of your 
magazine 1s actually your 
Player's Pulse. It 1s interest- 
ing to read the opinions, 
comments and ideas that 
gamers everywhere are 
inputting. Your readers don't 
sound like a bunch of 
video-game playing kids 
saying everything is “Coal!” 
or “Awesome!,” but like a 
bunch of video-game play- 
Ing kids whe are senous 
about what's going on in the 
entertainment world 
Vivian Kim 
via the internet 


Power Up Pulse 
{ think you should expand 
the Player's Pulse section 
because | love reading all 
the letters people send in. 
1 also like looking at the 
envelope art. 
David Roberts 
Portage La Prairie, 
Manitoba 


Playin’ Them Online Blues 
Please don’t continue the 
excessive Intemet and 
America Online coverage. 
The interviews and profiles 
of those NOA online jocks 
was very boring indeed, 
being totally irretevant to 
the subject of Nintendo 
Power, 

Justin Doucette 

via CompuServe 


Shout It Out Loud 


Kudos on the “Livin’ in 
the Loud House” article 
{Volume 84), Big plus. 
Chris Withetm 
Eugene, Oregon 


Zoune for Zelda 

Through the years, one of 
my favorite series of games 
has been The Legend of 
Zelda. | loved A Link to the 
Past the most, | would fike 
to suggest that Nintendo of 
America take the first two 
games that were released on 
the NES and re-release them 
on one game pak for the 


Evncann ta 
2 A 


Mhreile Jacques Ste, 
Shane Leonard. 
dackyn Uist 


rt 
nLowrey--Chotac Townaing. MF 


Super NES, as was done 


with the Super Mario games” 


tn Super Marto All-Stars 
Secondly, | think a sequel 
to A Link to the Past for the 
Super NES might be nice 
1 also would like to compl! 
ment the re-release of A 
Link to the Past, especially 
at the low, low price of 
$34.99. Shigeru Miyamoto 
is a genius. 1 will be in 
anticipation of a new addi- 
ton to the Zelda series 
David Herman 
New York, New York 


s for the rave, Davicl 
We'll pass it along to Mr. 
Miyamoto. Yes, yo 
eapect mare adventures of 
1k! Now that Mr 

has put the fin- 


Th 


ishing touches on Super 


's gearit 


Zonkers for Zelda 
| have been loyal to the 
Nintendo name for seven 
years and until new have 
had only one problem t 
couldn't get The Legend of 
Zelda: A Link to the Past 
last year when | got my 
Super NES because they 
weren't making the game 
anymore Then in my latest 
Issue of Nintendo Power 
(Volume 84) a glimmer of 
light erupted from the 
pages There im Pak Watch 
Usaw that the game | have 
been hunting for is being 
re-released!!! Praises to 
Nintendo, they 
hath nat for- 
saken me 
Brian Lo 
via the Interne 


Line Braver 
I really like the way you 
occasionally review a clas- 
sic {as in Nintendo's re- 
release of Super Mario Kart 
and The Legend of Zelda: A 
Link to the Past) It puts the 
new games up against an 
older, enduring classic | fin- 
ished Final Fantasy ila few 
days ago, and | must say | 
LOVE it | was hooked. But 
(also got snagged, and 
when | did, | took advan- 
lage of your Power Line 
‘was well organized and 
when I called for the seco 
time, | was able to ily to 
where | was going be 
( knew which numbers to 
push 


Brewerton, New Yo 


N64 Coverage Hudos 
(have just recently sub- 
scribed and | want to say 
that your N64 coverage has 
been excellent, and the 
continuing articles (such as 
Shadows of the Empire) are 
excellent Of the other two 
mags that | subscribe to 
(EGM and Next 
Generation), you were the 
only one who knew whal 
Creator was really about 
I'm REALLY interested in 
more info on that game, it 
sounds great! 
Trevor McCauley 
Westminster, Maryland 


Ihere’s a logjam of top-notch games alop the Power Charts this month, 


a 
with Mano and pals nudging Diddy and Dixie from the number one 
’ $ é spot—for now. Meanwhile, Kirby's latest adventure bounces on to the 
y Game Boy charts For more on the world’s favorite creampuff, check 
out the preview of Kithy Super Star in this volume! 
,_—— —E 


@ surer Nes Top 20 


GAME COMPANY an 
© super mario RPG Nintendo 2 3 
@ DONKEY KONG COUNTRY 2: = wy 
{ DIDDY’S KONG QUEST Nintendo 1 9 
© INE LEGEND OF ZELDA: : : 
A LINK TO TNE PAST Nintendo . 4 54 
4 CNRONO TRIGGER Squore Soft 6 12 
S. FINAL FANTASY Hit Squore Soft 7 19 
6 KILLER INSTINCT ’ Nintendo 3 = 13 
7 SUPER MARIO WORLD 2: 9. MORTAL KOMBAT TRILIOGY 
YOSNI’S ISLAND Nintendo | S$ 9 (N64) 
8 DONKEY KONG COUNTRY Nintendo 8 29 10. MISSION: IMPOSSIBLE 
9 KEN GRIFFEY JR.'S i (N64) 
WINNING RUN Nintendo 1D 2 
ID SUPER MARIO KART Nintendo © We 39 
HE EARTNWORM JIM 2 Ploymotes 13 9 GAME EOY TOP 10 
12 SUPER METROID Nineteen? ([27 (= 2 __—_ =e 


13 SECRET OF EVERMORE  Squore So — 9 «© TNE LEGEND OF ZA; 
14 FINAL FANTASY It Seo Sol MAINS Ee peuyerecuciai > aNnienael oi 1s 
5 OGRE SATILE _. __frix_: 8 7 © SUPER MARIOLAND 2:"(04" Nintendo 2 45 
16 BREATN OF FIRE Gaow tS yocamr nag are x MOTE BEE 
HZ _GMITATION Koei = 3S error it: ecruenorsamus Nintendo 4 SS 
MORTAL KOMGAT3 ——Willioms,  — 8 ~~~ asreeaips/ * aa ia 
19 MEGA MAN X3 : Gopcom SS MISSILE COMMAND Nintendo — 3 
2D FARTNBOUND Nintendo 7 WARIO LAND: sure manioanns Nintendo 8 © 24 

a 8 KILLER INSTINCT Nintendo. 6 7 


Py Bi ¢ 9 GALAGA/GALAXIAN Nintendo — 7 
TOP al V-BASED 1D KIRBY'S BLOCK BALL z=: NEWT 


@ warvareoy tors 


GAME COMPANY 
© wario tanp Nintendo 9 
2 MARIO’S TENNIS Nintendo 2: 9 
3 3-D TETRIS Nintendo — | 2 
4 GALACTIC PINBALL Nintendo: 3° 8 
5 MARIO CLASN Nintendo’ 4 7 
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He Het Reeps Going 
and Going... 
One day, | was home play- 
Ing Nintendo when I got one 
of my bright ideas, you 
know, the kind that usually 
backfire | 
looked over at 
my ROB 
(Robotic 
7M Operating 
Buddy} and 
decided to make him 
mobile As you can see, | 
mounted him on an old 
remote control car. All | 
need to do ts flip the on/off 
switch on RO.B and he 
goes about 30 feet. | can 
even control him using 
Gyromite, the NES game that 
works with R.O.B. | have 
been working on steering for 
him, but so far | have been 
unsuccesstul I haven't 
thought of a name yet and 
maybe you guys could name 
It, | got this crazy idea from 
your article an “Nintendo 
Times: Ten Years of NES 
History” in Volume 7B in 
which you had R O.B. doing 
different things in history. 
Dave Rubarsky 
Clinton, Connecticut 


Hnocks on llorunations 

| would like to say that ! 
love your magazine, but it 
does need small improve- 
ments For example, | loved 
your comics | would auto- 
matically flip to them as 
soon as | got my Nintendo 
Power About the ‘95 
Nintendo Power Awards, 


basically | agree with most 
of your choices for nomi- 
nees, but one thing | totally 
disagree with was in the cat- 
egory of Best Hero/Heroine 
you nominated Boogerman 
instead of somebody from 
Chrono Tngger like Crono 
or Marle. They’re easily 
cooler than Boogerman 
Other than that [ hiked 
choosing the awards. 
Terence E. Omelan 
Winnipeg, Manitoba 


Ancient Arena 
I think Arena looked better 
the way it was done beiore, 
like in Volume 76. 
Brian Ellis 
Inglewood, California 


Let the Games Begin 
The Arena? The only thing 
that F can say is WOW! It 
looks 3X’s better than the 
original. The only problem 
1s that | like sports games 
So if you could, could you 
put games like NBA Jam 
Tournament Edition and 
Ken Griffey Jr baseball in 
the Arena! 
Gary Baxter 
North Judson, indiana 


Check out this month's 
Arena, Gary, tor a home run 
derby with Ken Griffey Ins 
Winning Run. 


Suggestions 

This mag kicks butt! | myself 
am a new subscriber to 
Nintendo Power and do not 
regret my decision to get a 


subscription. | think that this 
magazine has come a long 
way since It first came out 
( should know, my brother 
used to have a subscrip- 
tion) | especially like the 
articles on games to come, 
and am looking forward to 
the release of the No4 
Lonly have a few minor 
suggestions. (1) Classified 
Information is great! Since 
you have something great, 
expand it Make it bigger! 
{2) I see no need for the 
Arena, a place where peo- 
ple can brag about their 
high scores. That makes us 
not-as-good gamers feet 
somewhat put down, which 
bnngs me to my pornt— 
dump the Arena 
Zach DuBord 
via the internet 


Since you're on the Net, 
Zach, check out our new 
Classified information Code 
Bank. You can read all 
about it ight in this here 
issue. As for Arena—hey, it's 
as much about challenging 
yourself as it is about beat- 
ing ofhers And everyone 
wants to become a better 
player! 


Mooring over Manila 
| like the staples instead of 
the glue binding, and | wish 
that you'd bring back both 
the manila folder back- 
ground for Classified 
Intelligence and the comics, 
Mart Kuhn 
Princeton, New jersey 


WRITE AWAY RIGHT AWAY! 
What news out of E3 grabbed 
Let the world know what youre 
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Drop us a line! 
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ing forward to. 
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NOAPulse@Nintendo.com 
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INES ar NES, incl ina Ye 
‘Super Morio RPG. 
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“The wait is over. Now the world can really see what we have 
known for awhile...the real power of the NG64!! 
This is only the beginning!” 
Ken Lobb, Nintendo Product Manager 


THE SECONO 
COMING OF 
MARIO 


Mano came to life like never before: run- 
ning, jumping, performing handstands 
and back flips, swimming, flying and 
laughing with delight. The little plumber 
from Brooklyn who had charmed the 
world for so long was no longer just a 
couple of moving sprites crossing a flat 


background On the Nintendo 64's 
North American debut at £3, Mano 
seemed to breathe in the three dimen- 
sions of his new home, and the gaming 
world stood in awe By all accounts, 
Super Mario 64 stole the show, setting 
the stage for the September 30th launch 
of the Nintendo 64 in the United States 
and Canada But that 1s just the begin- 
ning. tn the following pages, you'll share 
in the E3 experience and taste the future 
of video gaming. 


ES: THE 
PLACE TO BE 


t A is known as the place where thi 
begin Trends Fads. Lifestyles Ente 
ment If tt w and exciling, It W 
ably discovered in LA Add to the list 
discovery of the real next generation of 
zamung courtesy of Nintendo’s N64 The 
Ine that began Ife three years z 
Reality became a reality to more 
than fifty-thousand people at £3 Thi 
apped it up tke parched desert 
explorers wha have stumbled upon a 
cone Jt was no mu 
Nintendo's press contere 
who play games for a living 
cheered and applauded It was unusus 
behavior for this cynical bunch So what 
was the big event? Casually, two of 
Nintendo's game evaluators sat on the 
edge of the stage and performed feats 
never before seen on any vider or arc ace 
game The N64 proved itself to be ev 
thing Nintendo and Silicon Graphics hacl 
promised | would he The wait was aver 
The fun machine had arrived 


Wailcome to the show 
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In many ways, this £3 was the culmination ~ 
of a dream for Nintendo’s revered game 
designer, Shigeru Miyamoto. With the com- 
pletion of Super Mario 64, he realized the 
dream that spawned the creation of the 
Nintendo 64. Without his vision of what a 
3-D game should and could be, there prob- 


ably never would have been a Project 


Reality and an N64. Miyamoto seemed 
relaxed and happy in the spotlight when he 

* addressed hundreds of on-line fans in a 
Nintendo Power Source auditorium event. 
Here’s what he had to say: 


Question: Hey Mr. Super Mario Man, Wilt 
there be a Yoshi in Super Mario 64? 


MrMiyamoto: A special tip for on-line users 
only; Yes, he should be in there somewhere, 
but if you just play like an average player, 
.you wort find him. You'll have to keep 
playing hard to find Yoshit 


_Samest 


‘MrMiyamoto: it’s avery long story, 1 want- 
‘ed to make something that surprises peopte. 
J didn’t know what it would be, but { chose 
Nintendo because f thought it was a com- 
pany that would be able to make my 
dreams come true. tt was just coincidence 
that video games became popular a few 
years after 1 joined Nintendo, 
[Coincidence? Doubtful. Mr.° Miyamoto’s 
first game, Donkey Kong, became an 
‘ovemight hit in the arcades.) 


‘Question: Mr. Miyamoto, how many 
megabits is Mario 64 (uncompressed that 
§5)? tt looks soove cool! 


MrMiyamoto: The physical size of the 
memory chip is 64 megabits. But with com- 
pression technology, more that twice that 
can be stored in Super Mario 64, 
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Question: i itt iether ot 
have? 


MrMiyamoto: The offical number is:15, but 
esther lero Se 10 works of, 
Cae sUaieae 


Question: How does Matic 64 work as a 3- 
D game from a second person perspective? 


MrMiyamoto: That’s a good question. This 
actually the first ceal 3-D action game. We 


‘had to think very carefully about what fo do 


with the camera. Finally, we decided to 
include several options. Ordinarily, you €an 
play with the second person's eye view. -lit 
the new Mario game, Lakitu holds the cam- 


.era for you. You can change the cament 


angle and play the game from Mario's view> 
point or from a:distance from Mario. The 
idea is that you can manipulate the camera 
fo play the different stages most effectively. 
Or you can just have fury moving the cami- 
era around and seeing different. things. 


Mr. Miyamoto’s final message: Buy the 
Nintendo 64! >} We wanted to create some- 
thing quite new, net simply a modified or 
improved version of old games.’ Although 

- weare using established titles, the content is’ 
quite different.” 


A MAGIC 
KINGDOM 


They call them booths, but the corporate 
display areas of the big video game com: 
panies and publishers are more like 
miniature theme parks Nir 
America’s booth surpassed them all in 
size, excitem and flash At 46, 

square feet, the Nintendo booth boas! 

multiple levels, a vast Nintendo 64 
with a sweeping entrance ramp and a 60 
by 20 toot display screen Sixty-four N64 


nde o' 


arena 


consoles commanded the attention of 
visitors to Nintendo's booth and several 
third-party publishers including Willams 
and Acclaim Beyond the crush of the 
N64 area, you could chat with a pup 
petronic Mario or Wario, che 

slim, new Game Boy Pack 
upcoming hits for the Super NES You 
could eve 

games are made, 
DigiPen school of computer 


lesson in. how 
demonstrated by the 


E me people dined in Cafe 
while others nearby feasted on the ACM 
sraphucs of Ken Griffey Ir's Winning Rur 
and Donkey Kong Country 3 
Double Trouble for the Super NES 
C ard puzzle fans staked out ther 
at the Tetris Attack stations, me 
ed for hours on end 
new games for Viriual Boy 
Game Boy and new interactive display 
that will let you play Né ames in the 
I the new 


There wert 
and Supe 


store And if you wanted 
from the show all at once 
stop by and chat live with Nintendi 
Power Source’s three on-line cyberjo 

|, NOA Amy and NOA Tra’ 


you coul 


64 BITS 
OF FUN 


Last month, Nintendo Power gave you 
the first in-depth look at many of the int 
tial games for the Nintendo 64 Even 
then, we didn’t know which games 
would be playable on the floor at £3. The 
final decisions were made in the last few 
days leading up to the show and the final 
play list w. ws Super Mario 64, 
Pilotwings 64, Blast Corps, Wave Race 
64, Cruis'n USA, Killer Instinct 64, 
Wayne Gretzky Hockey, Star Wars 
Shadows of the Empire, Mortal 
Kombat Trilogy, and Turok 
Dinosaur Hunter Ten games 
In all, twice as many as any 
one had anticipated All of 
the titles featured impres 
graphics, even 
game play was 
limited in several of them 
Super Maria 64, however, 

was finished, ai f 

everyone 
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WHO’S 
DEVELOPING 
NDW? 


Some ot the biggest news at £3 con- 
cemed third party publishers 
announcing that they will develop 
games for the Nintendo 64 
Headlining this group 1s Interplay, 
which will bring a new version of 
the PC action hit, Descenl, to the 
64-bit platform Brian Fargo, the presi 
dent of Interplay, stated, “Nintendo ts 
clearly leading the way inlo the next 
generation .” In the past, Interplay has 
done some leading on tts own, creating 
some of the most innovative games for 
the Super NES, including Rock ‘N Roll 
Racing, The tost Vikings and 
Blackthorne. Although Interplay hasn’t 
decided which titles wil] follow Descent, 
the company plans to look at all of tts 
properties including its new line of VR 
Sports games and a project in the early 
stages, from Shiny Entertainment, the 
developer of Earthworm Jim 2 

Williams Entertainment announced 
additional N64 ities, giving it the largest 
N64 lineup after Nintendo. The new 
NBA Hang Time arcade game and War 
Gods will join Doom 64 and Mortal 
Kombat Trilogy In addigon to those 
titles, Robotron X has also been 
announced. 


© Aiwrenno Power 


Just after the show, Kemco showed us 
some early, hi-res animation from Top 
Gear Rally for the Nintendo 64 The ong) 
nal Top Gear games gave Super NES play 
ers some of the hottest road action in 16- 
bits For 64-bit action, TG Rally promises 
more thrills The game design includes 
options for customizing tracks, cars and 
weather conditions. How big 1s this news? 
The Alias animation looks better than 
Daytona USA in the arcacle, that's how big 

GT Interactive, a new player in the 
video game development scene, 1s gear- 
ing up to make several games for the 
N64, including Ultra Combat. This game 
is being developed by Software 


Creations and features futuristic 3 D 

helicopter and tank battles. The views we 
have seen include cool vehicles blowin | 
up cities what could be better than thal? | 


Ula s 
LICH 


The following list of announced N64 games 

doesn’t include the titles now in, develapment in 
‘Japan by third party publishers, many. of 
which will be available in North America 
in the future: 


renmetiisn ck ¢ a Super Mario 64 -. ‘Nintesida, 
news, Capcom . Pilotwings 64 j Nintendo, 
reported that its “ Legend of Zelda 64°.” Nintendo: 
Tapers. devel: f Hy Wave Race64 ‘Nintendo 
Super Mario RPG 2° <. ” Nintendo: 
Blast: Corps = Nintendo 
Ce Goldeneye 007 Nintendo, 
ihe poe ae pile ae 7 Body Harvest - E Nintendo 
panies known - Star Fox 64” Nintendo 
Konamt, Koei and ae pa ge Wars: Shadows of the Enpie Nintendo 7 
games ae n * ti 7 {development Super Mario Kart R Nintendo 
nore, virtually Kirby’s Air Ride . Nintendo 
we met at £3 Cruis’n USA ho! ~__. Nintendo.’ 
pa Tetrisphear ; ; Nintendo 
Buggie Boogie . .. Nintendo 
Ken Griffey jr. Baseball fe Nintendo 
Killer instinct 64. Nintendo 
Doom 64 : Williams” 
Wayne Gretzky's 3-D Hockey Williaras 
Mortal Kombat Trilogy _ Williams 
NBA Hang Time’; “ ’ + Williams 
War Gods _ . Williams 
Robotron X- © 7 Williams. 
Turok: Dinosaur Hunter " Acclaim. 
Descent’ Interplay 
Ultra Combat “GT Interactive 
Top Gear Rally. / >. Kemco 
FIFASoccer ; ’ “BA Sports 
Monster Dunk _ 7, Mindscape 
Robotech: Crystal Dreams Gametek 
Mission: Impossible. “~~ Ocean 
Freak Boy: : Virgin 
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SUPER NES D2 | 
KEEPS ON ; x 7 
ROLLING .| We : fh 

alam ; nl LAA l 
With all the talk about Nintendo 64 y Ny L Nii | j B ) 
games, you may think that the ’ | L | ey Ny J) i 
warld losi sight of the Super NES 
Not so In fact, several of i 
Nintendo's 16-bit games were the 
best in their categ inttfey 3 4 
jr’s Winning Run sent the Dotikey Kong Country 3: 
competing 32-bit basebal ‘ i Dixie’s Pouble Trouble 
games down to the minor " ue ee 
leagues and Tetris Attack & r ‘ Kiyby Super Star 
was the standout puz § 4 : a ae 
game of the show. Danke 5 Ken. Griffey Jr.'s Winning, 
Kong Country 3 Dixies oe ¢ ¥ Run 
Double Trouble introduced : 


a funky new Kong r Super Mario RPG 

aie Is aks: Ultimate Mortal Kombat 3 
pushing Rare’s ., A " a 

ACM graphics 2 on, NBA Hang Time 


Marvel Super Heroes in 
War of the Gems: 


NHE 97 
Madden NFL. “97 


Power Rangers. Zeo; 
Battle Racers 


College Football USA ‘97. 
War 3010; The Revolution 
Ms. Pac-Man : 


Se A ( % Arcaile’s Greatest Hits 


Brunswick’s World 
Tournament of 
even further than DKC 2. The ren ’ ‘Champions 


dered graphics of Super MéDot 


RPG Legend of the Seven Sta 
PGA Eurepean Tour 


shined, but it was the mix ¢ 
ture and action in this game that ' < 
made tl one of the most involving F i Disney's Pinocchio 
on the show floor. Kirby Super . | 

Star rounc Jed out the tall 


rdven- 


lotal of nine games in 32-me cal 
Game Paks. 
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Willams and T*HQ were the other 
two big Super NES p: ars Ultimate 
Mortal Kombat 3 ancl NBA Hang Time 
headlined tor Wilhams The arcade king 
also plans a collection of older arcade 
classics entitled Ascade’s Greatest Hits 
and one of the smash hits of the 80's, 
Ms Pac-man Both of these Paks wilt 
have low price points so they can com- 
pete with discounted games. 

T#HQ plans to continue sub-licens- 
tiles from EA Sports, Disney 
Interactive and other major developers 
They have firm plans to publish Mr Do!, 
PGA European Tour, NHL ‘97, College 
Football USA ‘97 and Brunswick's World 
Tournament of Champions bowling 
game, which has been resurrected 
TeHQ also Is looking at Super NES 
games that have been completed for 
Japan or Europe, so the big news may 
still be on the way 

Our first play-test of Capcom's Marvel 
Super Heroes in War of the Gems met 
with approval The five super heroes 
Include Spider-Man, tron Man, The 
Hulk, Captain America and Wolverine 
You use One super hero per mission, so 
the trick 1s to choose the hero who has 
the best super power for that stage 


Several Titus games that have been 
shown previously have now been com- 
pleted. These include Relm, Whiz, 
Oscar and Prince of Persia. 


Reet eanee 
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GAME BOY 
IN YOUR 
POCKET 


The most portable portable video game 
system in the world turns out to be even 
more portable now that Nintendo has 
introduced Game Boy Pocket. This sleek 
new Game Boy measures about 30% 
smaller in volume and half the weight 
than the classic Game Boy, but it retains 
the same size screen and it works with 
all Game Boy Game Paks. In addition to 
the slim lines, Game Boy Pocket has a 
new black and white LCD screen with 
sharper resolution and a matte silver fin- 
Ish. Its powered by two AAA batteries, 
which wiil 
last for ahout 
10 hours of 
game play 
And what 
can you 
play? To 
date, there 
are aver 430 
Game Boy 
titles, and 
more hits are 
on the way, 
ncluding 


several fisted here Even with 48 million 


QO hinrenoo power 


Game Boy units already sold, the system 
continues to sell more than a million 
units each year in North America alone 
Available this September for $59.95, 
Game Boy Pocket should keep the tradi- 


tion alive 


IN THE 
POCKET 


If you wanted to try out any of the new 
Game Boy ttles at £3, you got the 
chance to do so on 
the new Game Boy 
Pocket system The 
biggest titles came 
from Nintendo and 
included Donkey 
Kong Land 2: 
Diddy's Kong, 
Quest, which Is the 
Game Boy version 
of DKC 2 for the 
Super NES Rare 
Co. Ltd. used the 
same ACM tech- 
niques to create the 3-D ook of the 


graphics. Digger, from Nintendo, fea- 
tures puzzle room play similar to that 
found in The Adventures of Lolo. Tetris 
Attack for Game Boy also debuted 
T*HQ continues to sub-license hot 
Game Boy titles from companies such as 
EA Sports and Disney Interactive 
Coming up from EA Sports are Madden 
‘97 and FIFA ‘97 From Dhsney 


Interactive, look for Disney's Pinocchio. 
T*HQ will also release 
turing arcade classics, 
Super Breakout 


a dual Pak fea- 
Battlezone and 


VIRTUAL BOY 


The biggest news for Virtual Boy was a 
lower manufacturer's suggested price of 
$99.95 and software prices ranging 
from $29.95 to $39.95 Nintendo also 
showed off two new Virtual Boy games 
for the first time in North America’ 
Dragon Hopper and Bound High. Both 
games have involving play and use the 
unique 3-D capabilities of the Virtual 
Boy 32-bit video game system 
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ic Ciel intedds Powetotaga: < “Shigerw’ Miyamoto: 
titer ‘Paradigm Sim attonss 
rapa 


The sed by wan 
ded care fro Rodent eR 
Airy, and Paul took thei 

ie Wy ce 
pel then taperted. ive: ° 


VOLUME 86 


) . 
1) THE PINK 


If you need proof thot Nintendo Is 
still committed ta putting aut the 
very best gomes far 16-bit fons, 
just wolt vatil you ploy Kirby Super 
Star caming this faii far Super 1] 
You'll be owestruck by the h 
voricty af adventures thot owalt 


an ) r pink and pudgy pol In the 
: Id of Dreom Lond. And . 
. ‘ se yau con play each ievel 


pendent of the athers, It's 
like having nine greot i 
Kirby games In onel j 


= 


AN OLD STAR GETS 


NEW MOVES 


Who says you can’t teach an old hero new 
tricks? Besides being able to suck up bad- 
dies and then adopt their powerful per- 
sonas, Kirby has learned how to turn these 
villains into useful sidekicks by spitting 
them back out. Not only can he keep his 
new pals going strong by sharing snacks, 
but best of all, Kirby can still power up by 
polishing otf another enemy 


NINTENDO POWER 


If Kirby turns e 
foe intoa fast 
snack, he'll gain 
some amazing 
powers and the 
chance to cre- 


ANEW SHINE 


Whether you're a loyal Kirby fan or 
you're just discovering the rotund rascal for the 
first time, our roly-poly pal 1s going to wow you 
in this winning game. While classic Kirby fun can 
be found in several stages (with favorite foes like 
King Dedede retuming, for example), the new 
graphics and game play make Kirby Super Star a 
shining standout in an already stellar series. 


No matter how 

many Kirby 

games you ve 
played before, 


be completely 
floored by the 
vast variety of 


you're going to 


adventure, game play, and fun to be had in ur 
hefty herds newest outing 


A feathery foe ts devourin; 
all the crops in Dream Lend, 
and Kirby must put astop 
to the high-flying fiend 
The Pink One wil have to 
employ the help of some 
sidekicks if he hopes to 
dafeat this oversized fowl 


KIRBY SUPER STAR @ | 


NINESCAMESAN) 


_ w 
While the go. wing Dream Land gi i entire game a cohesive theme, you're sure to love the fact that each level = 
offers players ique objective, multiple stapes, ing game play To top it all off, the levels can be played in 3 
practically any order you choose! You'll start off wi ir different levels to choose from (plus two mini-games}, and when = 
you complete those, you'll have two more chal levels to take on. When you finish them both, Kirby can head to a 
the Arena, where he'll i battle against x 

“a ? . Put Kirby's eal ia of = 
y atummy and his speady feet to fay 
SPRING BREEZE { Alll tha foodin the testinarace against King = 


Dededel Luckily, you can practica 
running around this culinary crash 
coursa befara taking on the king 


MILWY WAY 
WISHES 


Dream Land's sun and moon saam to ba 
hoving a squabbla, so Kirby goes planet 
ai ing inhopes of restoring peace 
jang tha planets It's possibly the 
 Strangast Staga in space you'll ever play! 


Kirby soars skyward aboard tha warship 
Halberd to take on the dreaded Meta: 
Knight andhis wisacracking minions Gat 
ready for planty of mechanized mayhem 
as you try to clip this warbird’s wings! 


THE CREAT CAVE ef. 


OFFENSIVE 


om Our portly pal heads off ona 
4 traasura hunt whera collecting 
\ lootis just as important as 
ving baddias tha boot! Look 
J for secret switchas andhid- 
/ denpathways that can laad 
~ Kirby to the pracious plundar. 


MIRI-CAMES, BIG FUN 


fhe two mini-games in Kirby Super Star prove that you don’t need 


THE ARENA 


g levels and com: No diehard Kirby fan will want to miss 
plex goals ta have big fun In fact, they’re possibly the coolest, and simplest, sectrons this final, end extremely difficult, 

of the game laval, which pits aur pink hero and the 
FS pal of his choice agamnst all the bosses 
in thegame You'd better master all of 


. -y s P Kirby's cool moves! 
Te! MEGATON 4 ia | SAMURAI 
%& £ : 


Ve PUNCH KIRBY 


All youneed ta Nothing could be 


land the perfact More fun than 
punchis a anold-fashioned 
=~ power meter, fan fight! Simply 
pair of cross stare down your 
hairs, anda pendulum Sounds a bit strange? Its! But — opponant as you wart for that perfect moment ta 
heleve us, once you start playing, you prabably strike No combo movas are needed, but you'd better 
won't want to stop! have narves of staell 


VOLUME 86 


. 


So Tetris Attock. Get 
reody for Nintendo's most 
mesmerizing puzzle gome 
since Dr. Mario. Tetris 
Attock Is o possword- 
bocked gome of colorful 
columns ond tiles for one 
or two ployers. Once you 
try it, you'll be hooked. 


Customize your Tetris 


more settings to tweak 


music) or even switch th 
Japanese 


NINTENDO POWER 
— 


?) 


\ Stock ‘em up or loy ‘em " 
~ Flot, you'll need to move your 
blocks quickly to survive Sipe 


NO 
While other Tetris games have pieces that 


require a perfect fit, Tetns Attack has blocks 
that need a perfect match. As colored tiles 


stack of tiles grows to the top of the screen. 


Attac k 
around and have fun on the Option menu There 
and twast than any other puz 
zle game around Get tough and select from one of 
erght computer player chificulty levels, sample over 
100 sound effects, browse through the thirteen char- 
acter profiles (including their signature background  |fagamesn't tough enough for you, try 
game text trom English to 


51985 NINTENDO: 
Gi906 NINTENDO! 
INTELLIGENT SYSTEMS 


Yoshi and the 

| characters from 

) Yoshi's tsiend sre 
here to play 
Tetris Attack, the 

') Jatest puzzle rage 

for the Super NES 


TETRADS 


PPL AVE a) 1 
Zeuaver cane | fer wie 
terre riny Wl 


HON TeMPnave y 
rise up from the bottom of the screen, you OPTION i 
need to flip them faterally into rows and _ 
columns of three or more identical thes 
When this happens, the row or column you 
put together disappears. The game ends if the —_ 


Not sure where you're going next? Yosin pro- 
vides a running commentary on the functions 
and purpose of avery menuin the game 


| 


| [rexy tre 


game or just’ snoop ——— 


re [ sounn Test 
[musre Test 


[cra 


ACTER ? 


[cre sere 


bumping up the camputer player diffi- 
culty level on the Option menu. 


Ly es | \ 
PLAY ALONE! 
The One-Player menu has five different games 
for all levels and styles of game players. You can 
play the game fast and furious in Endless, Time 
Trial, Stage Clear or Vs. modes, or bide your 
time and carefully think out your next move in { i: = 
Puzzle mode. One-Player Vs mode éven has There's always something fresh to play in 
a story line about Yoshi‘s adventure to save his Tetris Attack Choosa from five different 
friends on Yoshi's Island. Endless, Time Trial and gémesinGne-Player mode 
Stage Clear are simtlar to one another in format 
but offer enough vanety to keep things interesting. 


The actionis fast in Stage 
Clas moda, where the 
object is to reduce the rising Youcan cleer the flast in Puzzle mode 
steck of tiles to the flashing at . laisurely pace, but there Is a limit 
Clear Lina toh 2OW Many moves you can make, 


.-Of WI fiJ HPAL 


Two-player games include Time Trial and Vs, modes tn Time 
Trial mode you compete for the highest score, but in Vs. mode, you attempr to 
drop blocks on your epPaeDE® tiles by linking chains and combinations of four 
or more tiles. Both two-player mode games 
feature a handicap option, allowing two 
players of different abilities to compete 
against each other head-to-head. 


Time Trial mode is a 
race for the high- 

| estscore Players 
} have two minutes 


Dump a block o1 two on your oppo- poccleatas many 
nent by linking four or more identical screen as possible 
tiles horizontally or varticalty in the 
Vs game : ® > 
t P 4g 
[OW TO IMPROVE 
ddA 
Tetris Attack also teatures a user-friendly, How To Improve menu if you're looking 
for new techniques and strategies take a quic tesson on methads for 
= 7 org big by clearing mountains of tes with 
—— BEG combinations and explosive chain reactions. The 


TLBPER, 6 Tah 
Brcayce cane 1 


im 10 rue) tina tw atc 
nent In a two player match 
on te eerRe 3 = ey y 


tra training pays off when you take on an oppo- 


‘Take a lesson or two toimprove your 
game skills and learn about compli- 
cated chains and combos in the How 
‘Ta lmprove menu. 


TETRIS ATTACK @ 


PLAY ONE 
GAME AND 
YOU'LL BE 
HOOKED 


Vetris Atta very easy Jo leary nit 

requires time to master, Whelher 

you’re flipping tiles againet the clock 

or anather opponent, this. game is so 

mesmerizing you'll find yourself beg 
ging for just one more match. 


UNLIMITED CHALLENGE 


With five different games im Ove 
Player mado and exciting Vs. action 
in Two-Player mode, Totrie Attack 
has something fer every puzziy 
game fan. 


MiAlIAIUd SIN 8IdN5 


TAKE ON BOWSER 
Stage Clear mods Cuiminotes in 2 battle 
with the King of the Koopee Use combina- 
tione of four or more.tiles or chain reac- 
tions to deliver your knock-out blow. 
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a1895 Ocean Software 


ee F 
i , ~— LTD & PAM Development, 


\WATER WOR 


5 Ue Le) 


=< . f Patel starrer yesh 


1n a world where the melting polar tce caps have cample! 


ered the earth tn water, the remnants of humanity must s 
simply to survive A savage band of Sn 


6 a rorizes the high seas, dangerous creatures lurk 
bo) o q within the ocean’s depths, and a 


thzation lies rumed beneath the waves In the 


hriving CW 


tn the last tevel Game Boy version of Water World, players take 


of Water World, ‘on the persona of the Marmer, a lone sailor whose 
the Mariner must a 
make his way ibility to breathe under water gives him a leg up 
} aus an aa n these trying times Even with his special talent, 
‘ mr pone fe this game Is not a quick paddle in the kiddie poot 
Smokers, and The slightest mistake can lead the Mariner to a 


avoiding numer- 


quick and watery grave 
ous nets : spe) 


(,)) MINTENOO POWER 


WATER WORLD @ 


A Lone Hero 
in a Sea of Troubles 


The Mariner's mission begins with a swim in the sea, where submerged cities now 
lay host to dangerous predators. The aquatic hero must race the clock (as he will in 
all levels) while collecting ammo, energy hearts, and hordes of starfish You'll gain 
an extra life for every 100 starfish you find—that 1s, if the ferocious fish and sharp- 
toothed sharks don't find you first! After all six undersea stages, you'll climb aboard 
the Mariner's trimaran for a trip around a maze-like atoll. Unfortunately, smooth 
sailing 1s not in the forecast, as Smokers try to 
sink your rig on sight While avoiding the bob- 
bing mines, sai] over energy and ammo barrels 
fo keep your boat afloat. Finally, in the most 
difficult series of stages in the game, you'll 
take Off on foot in a race across the Smoker's 
aging atoll. 


MilAled 409 IWVD 


‘Swamming, saiing, and running are the 
fetes of play, but the anes has 
n| toclimb undersea chffs 

and on submerged lamp poles. 


Smooth Sailing and 
€, Cool Control | 


While some may find the 
graphics in Water World a 
bit simplistic, the fine 
character control and the 
fluidity of the Mariner's 
movements make up for 
any visual shortcomings You'll marvel at 
the way the Marner can be precisely 
angled to avoid undersea obstacles, the life- 
like way he hauls himself up on a ledge, 
and how he uses a lamp pole to swing up 
to new heights (He actually pumps his 
legs to gain greater momentum") Only 


He may be ahighty skilled hero, but a wast- 
ed bullet or misstep can lead the Mariner 


the sailing controls seem awkward at ce into-a life of imprisonment in the punishing 
first, but after a few tries, boating 15 sim- oS = Water World! 
ply a breeze Ly * 
ply a bree See | ] 2£5 ¢ 
IRARRED I 


nr 2e ~ voles 


gon Prince 
y life in 
Kingdom 
o untii the 
ime minister 


liy. 


corrupt 
jolied hi 
Pursued c 
Dorin fied ome. As 

he ron owoy, he tripped — 
ond Feil into o mysteri- 
ous hoie, ionding in the 
Lond of Foeron. Heip. 

him find his woy bock to 
the surfoce ond sove 
Cceiestio in Nintendo's 
Drogon Hopper, o bot- 
tery-backed, 3-D odven- 

| ture for Virtuoi Boy. 


ae 


ENDO! 
SYSTEMS 


Hop up to a new perspective in Virtual Boy adven 
ture games. Prince Dorin, a dragon with moves like 
a kangaroo, must scale seven airy, terraced worlds 
fo return to his kingdom and rescue his family. 
Despite its challenging leaps and mazes, Dragon 
Hopper isn't a difficult game to finish Since the 
game doesn't force players to build levels or spend 
hours trying to defeat a frustrating guarchan, a few 
hard-core gamers might even tinish thew quest In 
one weekend But the game has so many random 
spells and hidden areas that players won't be able 
to find all of them in a single 
game It's a sure bet that 


many players wall return to 
unite Dorin with his dragon 
family over and over again 


Dragon Hopper is a 3-D adventure 
game played on amultitude 

of maze levels In the sequence 
of photos on the left, Dorin hops 
down a series of terraces 

to reach a jump platform on 

the ground floor 


©) suTENDo power 


DRAGON HOPPER 


AO@ TYNLYIA 


a 
trots beneath a platform. A user-friendly feature turns all of the 
upper floors transparent whenever Dori walks beneath them, 

since all seven worlds in Drago so you always have a view of the action As you jump higher 
staggered floors, tiny terraces ; and higher, the floors far below gradually fade from view But 


don't set your sights too high Many hidden treasures can be 
found on the Se 

lowest floors of 
the mazes 


The large blocks in the foreground are actu- 
ally stairs leading to ahugher floor Use 
Borin’s jumping skills tohop up blocks or 
stomp through floors Nearly every meze 
has hidden coms or rooms 


Each worldhes a hidden warp tile that 
teleports you to amagie shop Here 
ju can spend your hard-eamed Star 
oins on new spells or pay to play for 
the chance to win more money ina 
Bonus Room game 


i are yoy leokin 
Dragon Hopper has seven worlds filed with yeu i 
platform mazes The leaps become more diffi. 
cult as Dorin climbs up out of the Great Tunnel, 


crosses the plans of Earth and enters the Cutter, the guardian of the Earth Level, is 


Tower of Infinity rs determined to takea slice of your life Unlike 
friendly feature helps you identify and confront any it most adventure games, Dragon Hopper lets 
enemies lurking nearby in the shadows = players use a variety of attacks and tactics 

to dispetch major enemies 


Each time [orn rescues a Fairy Spirit, he recetves an elemental power When you 
free the Earth Spirit from his prison in the Gi 


at Tunnel, he gives you the power to 
s and crumbles weak floors The Wate 
locked away in a rusty cage in the Earth Level She can teach you the magic 


creat rge earthquake that destroys enemie: 
Spirit ts 


+ Ice Dragon Ice Dragons can 


ater spirit 


freeze water with a frosty blast the 4. 
nk for helsing 


allowing you ta walk across 


While the 


When you rescue Fairy Spirits, they give you you Sms ee 
clues and special dragon p '§ The Ear! Fi 
Spint gi the EarthDr 


gon 
the Water Spint shares the Ice Dragons 
magical ability 


4 powers, they know 
little about the powerful beng that kid: 
Napped them The identety of the kidnappe: 
will be reveated.as you meet ather 
creatures during your quest 
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hen Pilotwings 64 

took flight at E3, play- 

ers of the uriginal 

Super NES hit and the 

uninitiated alike lined up to 

take their turns at the controls of the No4 

sequel. They tormed lines as soon as the 

doors opened and connnued to crowd 

around the display through closing. What 

they experienced, from first- and third- 

person perspectives, was Interactive, 3-D 

realism unprecedented in a video game— 
and it blew them away 

In some ways, Pilotwings 64s realism 

shouldn't come as a surprise The game Is 

a result of a collahorative effort between 

Nintendo and Paradigm Simulations Inc , 

which 1s known for its expertise In the 

flight simulation industry When the mas- 

ters of video game magtc and the expert 


- 


creators of fight sims combine ther tal- 
ents, Ihe result 1s real 1un as thase it 
who sampled the game al 
£3 can attest a 

But as impressiv ” 
as Pilotwings 64’ 
realism 1s—and st 


ture, As entertaining and challenging as it 
ts to meet the mission goals in the dif- 
ferent stages, It’s just as minguing 

= to simply fly around lands 

> that beg for exploration, 

This month, our mission 

jis to take you on a 


Is Impressive— reconnaissance of 
what may reall j h _ Pilotwings 64. This 1s 
caplivate i. | an incomplete ver- 
ers 1s the fun J } sion of the game, so 
factor fust as same details, such as 


the characters’ names, 
might change Even so, 
Ws plain to see that it’s 


Paradigm’s 


expertise 1 clearly P 
evident in the y 


game's flight mechan es going te be a blast It’s real 
1cs, Mr Miyamoto's touch : y¥ fun that’s really fun. So stow all 
ts obviously there, tou, In the electronic devices and hring your seat 


elements thal make it more than a flight 
sim it’s also a high-flying, thrilling adven- 


backs to therr full, upright positions 
Prepare for takeotf! 


arn an aviators license by 
nt vehicles Aspiring pilots can 
be, each withuruque personal 


2 handling of the vehicles 


he Hang Glider is the most graceful 
irom of flight you can experience 
Without actually being a bird {or 
Birdman). With tt, you ride the air currents 
and wing effortlessly through the sky. When 
you begin to Jose altitude, you'll have to find 
thermals—tising currents of warm air—to 
raise back up. When using the Hang Glider, 
you can take snapshots of interesting sights, 
and there are plenty of them In fact, you can 
create a photo album to record your travels. 


f you've ever dreamed of having 
your Own, personal jet pack, the 
Rocket Belt is the vehicle for you. - 
Unlike the Hang : 

Glider, which puts you at \ Ge 
the mercy of the air ~ 
alone for altitude con- 

trol, the Racket Belt lets 

you turn on the burners to 

fly upward, then you can lay 

off the pas to let yourself float 
back down to investigate inter 
esting objects or areas. You can 
hover and brake, too, It’s indepen- 
dent air travel at ils best! 


nthe wartd 


Pilotwings 
there are 
Islands 


huge continent to ¢ fs 
Using the different flight 


vehicles, you caf tak 


On different musstons 
and earn poin 
éfforts. The number of points 
you earn determines whether 
you'll earn bronze, sil 

gold wings, As a Beginner, 
sefore you've éarned wings of 
any kind, you'll test your skills 
on Holiday Island, When 
you've proven yourself, you'll 
be able to move on to Ever 
Frost and Crescent Islands 
then on to Little States. As 
we've said, though, exploring 


for tr 


Holiday Istand is the first stop on the 


the areas 1s half the fun—at least. You might not stop to smell the Pilotwings 64 itinerary From there, aspi- 
roses, but there are lots of other interesting asides Swoop down to ing pilots fly on to the frozenisle of Ever 
: ‘ Frost, to the tropics of Crescent Island 
see what's happening on the beach Close in on the fishing boats and finally ta Little States andits familar 
and eavesdrop Snap a photo of whales at sea There are hidden landmarks 


places to explore, and spectal items to find—if you take the time. 


i 
J. 
ith tts never-ending carnival, white 

sandy beaches and first-class resort 

hotel, Holiday Island 1s undoubtedly a 
popular vacation destination for wing- 
weary pilots As you fly over the coastal waters, 
you see a catamaran, and you can see—and 
hear—a pleasure baat, if you draw 
close enough In fact, you have to 
crank up the sound to play this 
game If you dan’t, you'll miss the 


sound of gently falling 
wy showers at the fountains 
and the roar of the waterfall 


You can even hear the 
. festive music from the carnival 
hen you close in on tt 
Holiday te Is a training 


NINTENOO POWER 


waiting 
explored, 
icebergs 
bing In 


you can 
land on 


rescent Island is a tropi- 
cal atoll with varied terrain 
and challenging missions 
You'll discover palm trees on 
the beach, power boats off shore and a 
tall peak with a landing site at its sum- 
mut, Next to a waterfall on a hillside lush 
with tropical vegetation, there's another 
cave that you'll have to navigate 
using the Rocket Belt. And 
when you use the Hang Glider 
to fly to the island, you'll have 
to be a sharp-shooter: you'll 
be challenged to snap shots of 
a whale and the ornate fountain 
In front of a hotel You wouldn’t want to 
visit a scenic spot like Crescent Island 
without checking out the surf, so be sure 
to scan the shore for local attractions. 


chilly waters. If you 
use the Rocket Belt, 


tom the warm waters and atmosphere 
of Holiday Istand, it’s on to the ice. 
Capped isle of Ever Frost. As you might 


be 


to 
and 
bob- 
the 


actually | ¥ 


the ices 2* 


bergs! And if you 
swoop down close to 
the water and explore, 
you'll come upon a pod of 
whales. Stick with them to 
hear whale sounds. 
tstand itself might look like a 


The 


€xpect, aerodynamics are different in 
frigid air. Here you'll be faced with the 
game's tallest peak, ice caves just 


ne 
barren wasteland, but there’s lots 


to do here. Capture an N64 Flag, play bop the bal- 
loon and go spelunking with the Rocket Bell. 
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nite its name, Little States 1s by far the 


largest of the 


ll explore, and 
esemblance to tt 
good ol’ US. of A As you fly from coast 


bears an un 


orts of famous Tand 


uprising sights, to 
ou'll see the Golden 
in Saint Louis, the 
ne Statue of Liberty 
rk Harker in the Brg 
Apple, ai you scan the hillsides 
of LA, you'll find the famed 
“Hollywood” sign. If you wing it to 
Washington, D.C., you can fly by 
historic monuments, ~stch™ as the 
Washington Monttment and the Lincoln 
Memorial, and fuzz the President afjhon 
7 on Pennsylvania Avenue And dong m 
Mount Rushmore in South Dik: 
Somebody's been busy-adding a new 
to the granite hillside, andyghat face vie 
familiar mustache’ Alter takin a 
famous sights, look for uncommon atl 
tions such as a Western ghost towMsan 
America’s answer to the Loch Ness Mansjen 


graces New Yc 


% 


~ NINTENDO POWER 


been reading about Paradigm in Pak Watch ever since early announcements abou 
64 appeared, so you know that it's noted for creating ultra-realistic flight simulators 
like those used by tl litary to train pilots, When Nintendo went loo! ot the kind of 
expertise that would make Pilotwings 64 an exceptional flight exp 
natural choice. Together, Nintendo and Paradig " 
game that took advantage of t 64's power fo create incredibly re 
flight in a tolally interactive, 3-D environment 

For all its experience with highly technical military flight sits, Paradigm 
had no experi 2 with flight sim games. For the gaming expertse, 
Paradigm developers relied on Nintendo's ace development team, EAB 
According to Dave Gatchel, vice president of entertainment applications 
at Paracigm, Pilotwings 64 was a collaborative effort. “We were able to 
take advantage of Nintendo's game knowledge. Mr Miyamoto was the fect , 
producer—he helped dictate the devel- Dave Gatchot VP RRR EEE 
opment strategy, Working with them — applications at Paradigm 
[EAD] was great. They were the cre- 
ative Input, we were the arm that figured out haw to imple- 
ment the ideas on the Ned ” 

Paradigm used its next generation software tool, Vega 
UltraVision™, to create the Jushly textured, 3-D environment 
According to Gatchel, Paradigm developers were expenenced 
at using SGI workstations, with their anti-aliasing capabilities 
and their high-end feature sets, to create their military flight 
sims, but they were extremely surprised to find thase same ele- 
ments ina video game console costing less than §250, You can 
see from the images shown on these pages how beautiful the 
Pilotwings 64 environment tumed out to be 

But looks are only part of Pilotwings 64’s success, It’s the 
feeling of flight that players are most eager to experience, and the N64 controller makes 
t possible “It plays a big part in making our game 
unique,” commented Gatchel. “With the Hang hy 
Glider, we wanted the player to experience the feel- 


N set out to devel 


Y 
ing of catchtng a thermal and of banking, It wouldn’t 
have been possible without the controller.” = 


Gatchel and others from Paradigm were overwhelmed 
by the reaction to Pilotwings 64 at E3 Amy Bayers, market- 
ing manager, and Bruce Caridi, vice president of marketing, 
went on-line with Nintendo Power Source for an Auditorium 
event during the show, “We're ecstatic,” Bayers said, “We are totally excited 
that people are finally able to play one our games!” 

And play it they will Pilotwings 64 
will be one of the first games 
available for the N64, so look for strate- 
BIC Coverage in upcoming Issues. Uniil 
then, you can see what's happening at 
Paradigm by tapping into tts website 
on the net at www Paradigmsim.com 
You can also download the comple 
transcript from  Paradigm’s £3 
Auditorium event with Nintendo Pow: 
Source (AQL Keyword. Nintendo.com! 
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Fishing fans can set ag Re 5 in a reel action 
game from Black Pearl Software. Rise through 
the tournament rankings in your quest to win it 
all in BASS Masters Classic: Pro Edition, 

a 16-Megabit, password-backed 

game. Unlike fishing games 

that make you sit and wait, 

BASS Masters Classic: Pro 

Edition is fast paced and fun to 

watch—even for gamers who 

don’t fish. Read orfand learn 

about this catch of-theday. 


; HAVE. sp eth - 7 
EN AVN Pier Nae a 
Whether you're learning to fishdn ‘Stimaments for thi 
first tme or looking for a chance to weigh in on an 
extended campaign for big bass bucks, you need an 
Amateur Angler thal sutts your fishing style. Each of the 
51x amateurs featured in the game has unique strengths 
and weaknesses, but any one of them could win it all 
at the weigh-in at the end of the day, 


Chloe has good strangth and endurance, but 
she has trouble with her casting when the 
wind kicks up the waves 


Sanders censetahookina fish with e quick 
flick of the wrist, but he needs to practice 
his casting skills 


Bob has outstanding strength and 
endurance, but struggles with his casting 
Y Most playars pick him as a favonte 


Young Nick has greet casting and hooking 
sktlis He'll be a champion as he grows up 
and develops his arm muscles 


Ahmed’ concentration on accurate 
s Casting keeps his fishing right on the 
Aarget, buthe has limited strength. 


Earl has the mast belanced skills, although 
he can't keep up with aheavy bass likehe 
cotldin the old days 
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Pepple Lake 


Wot Lure 


PLAN 
YOUR DAY 


Pebble Lake is the first lake in 

the BASS Masters Tournament 
circuit. Plan your fishing strate- 

gy around the time of day and a 


temperature. Many bass like to 
hunt in the shallows during 
the morning hours, then 
move off into cooler depths 
as the temperatures rise 
Jater in the day. Pebble 
Lake is huge—plan your 
outing carefully so you're 
not tardy returning to 
the dock for the weigh-in. 


FOLLOW THE PACK 
When you're starting out for the first time, it’s hard to locate 
the best fishing holes One mett 
this problem 1s to watch where your com: 
petitors are fishing. When you come across 
a fellow fisherman, watch where they’re 
stopped and listen to your 
fish finder Any pings indit 
cate lunkers beneath your 
boat Note the location of 
the sound, press the A 
Button to reverse your 
boat’s engine, and cas! 
your line on the spat 


d for overcoming 


Your fallaw compet’ 
tors know Pebble 
Lake's sacrats Watc 
where they drop th 
hne and try fishing in 
the same location. Use 
your fish finder to pin 
point the location of 
the big bass 


oO NINTENOO POWER 


fe Lake 


Wat Lure 


REEL 
INIVEST MENT 


Eagle Lake is the second lake on 
the tournament. Both the com- 
petition and the bass are 
tougher here. Spend your hard- 
earned prize money on the 
best rod and reel you can buy. 
While you're visiting the bait 
shop, buy heavier line and 
make sure that you replace 
any lures you might have 
fost during the last stop. 
Rumors persist that the 
biggest bass 
like to hide 
among the 
thick weeds 
near the 
shore until 
the sun is 
overhead. 


LOOKS ARE 
a= DECEIVING 
oe: You won't know how biz yi 


= boat proiubitet look iclentic 


When you see a large bass swimmang amor val v 


try moving your bait toward the 


rge fish. Bip bass are smarte 
nd less fikely to bite, so dont 
too disappointed it the 
sinaller fish keeping taking your 
ai A small fish is better th 
no fish at all 


The tens of the ture cam won't let you 

di sh between a three or five pound 
This aften creates pleas: 
prises when you land the big ones 


at the end of the day 
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Lake Konkona 


Wot Lure 
FULL 
SPEED AHEAD 


While there are plenty of great 
fishing spots on Lake Ronkonkama, 
you'll spend most of your time 
getting there unless you upgrade 
your engine. Buy the best engine 
you can afford. Lake 
Ronkonkama has a healthy 
stock of Northern Pike, so load 
your tackle box full of extra 
, lures. You can’t afford to 
waste time fighting with a 
k pike, but you can dump the 
big fish and the lure by 

3 intention- 
ally break- 
ing your 
line. 


THE SECRET OF 
RONKONKAMA 
If you explore the southern shoreline of Lake Ronkonkama, you can 
find the secret take mentioned by the old timer at the Bait Shop. The 


into the southeast corner of the lake. 
You must work your way carefully up 
the shaliow creek or your boat will 
tun aground. A few lucky anglers 
have hooked monster bass in_ the k 3 
secret lake. Watch your fish finder “— : Be of Lake 
and pay close attention to the temper. ' = ERonkonkama, 
ature With the nght lure, a heavy line c. 
and a lot of luck, you might catch 
a whopper 


NINTENDD POWER 


HUG 
THE SHORE 


There isn’t a lot of shoreline at Sydney 
Lake, but you need to take advantage of 
as much of it as you can find. Try a top- 
water lure in the high grass near the 
rocky outcropping scattered across 
the lake surface. You'll risk losing a 
lure using this technique, but the risk 
is worth the reward. 
The record for the 
largest bass caught 
here is 16 pounds, 
13 ounces, Spend 
the remainder of 
your money buying 
the best equipment 
you can afford, 


Lake c 


THE BIG 
ONES ARE HERE 


Some of the world’s largest bass have been 

hooked beneath the glittering waves of Lake 
é Calabasas. This is a shallow body of water 
and the big bass like to hide in deep pock- 
ets. Depending on the clarity of the water, 
use the light colored or scented worm 
lures. The Lake Calabasas tournament is 
the final event on the BASS Masters trail, 
If you want to be crowned BASS Maste 
6 Classic Champion, you 
«- must finish in first place. 
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CLASSIFIED 
IREGRMATION 


Vice © 


MEMBER IDENTIFICATION @ 


@ # oly Krocamole! Hremcoins! Relics and Magic Tricks 
According to our Inside sources, this is the only other code —_ Here are a few slick tricks for Finai Fantasy lil that will tip 
for Donkey Kong Country 2 besides the one we printed In the odds in your favor. You'll still have a lof of work ahead 
Volume 83, If you perform the sequence below correctly, of you, but saving the world may take just a little less fime. 
you'll receive a special token thaf’e worth 75 Kremcolns! 


2 You'll be able to dive into the Lost World right away! Ussiie Act 
ait e (a adafensive 
it try cast it on an 
mu and fallow wath X Zane 
Doom. This magica! combo 
will cease svos some major 


toee to disappear completely! 
ere ro Relics 
fo Pirata gointoK. dump over the first two 
De Roal’s cebie (don? callect the hangers, thancollect the next _S8¥8 items and MP by us 
belinon) and theo iseve. bunch on tap of the barrels. Bolics ta cure cilmante. i 
Sd example, eqaipping o Ribbon 
will cure Priean, Dark and imp. 
Experiment with other Ralica 
to ane their effects. 
rd 
a ap 
Revivify 
Revivify is normally used fo 
ie as 
Still avoiding the first pair of Repent etep two thes return re 
bunenes, reture ta thecstin tone fon etilf avoiding the Undaad anamies, 


and grab the balloon. 


Voila! You'll receive o whop- 
ping 75 Kremcains! 


firet two bananas. 


Now you can explare the Lost 
World at ‘your |: ene 


including major fone like tha 
Ghost Train, 


Wall Ring Atteck 


You can't cact opalla directly 
on enemice that beve reflec- 
tive prataction, Ta try casting 
ao ettack spell oe a party 
membar weering a Wall Ring 
and wetch what kappenst 


cd os SS > ] 


ge ee pe 


Bonus Teams and Extra Points 
This code gives you four cool bonus teams end extra skill 
points for creating your own players! When the demo starts, 
r) hold Select and press the L and R Buttons rapidly, Wait until 
the puck comes to a stop, then press Start. Continue to hold 
Select and press L and R until you hear a volce say, “kay- 
Tog.” You'll now be able to choose from the standard teams 
plus the High Score, EA Sports, Tiburon and Bus Drivers 
teams. You'll also have over 1,000 extra player points to 
work with in the Season mode, If the code doesn’t work, you 
must turn the Control Deck off and on before you try it again. 


~~ se § 
r) | 


Now thisie the team you'll 
want to play fart 


You'll be able to max outell of 
your ployers’ attributes. 


o— 


Riddis Ms This, Batman! 

] We printed this code back in Volume 81, but we neglected 
to tell you about one of its effects. Press Left, Up, Left, Left, 
A, B and Y on the Game Start screen. This code ectivates 0 
stage select, gives you all of the gadgets and allows you to 
choose the Riddler as your character in the practice mode! 


FoReEWvS ee) 
a as le a : 


If you input the code correctly, re Riddler will be available in 


the screen will flash, the practice mode only. 


STRIKES BACK 


_— SMriRe ly y, 


Debug Menu and Invincibility 

With all of the excitement over Shadows of the Emplre for 
the N64, some of us dug out our classic Star Wors games, 
only to discover that we hadn't printed two fantastic codes 
for Super Empire Strikes Beck! To activate these codes, you 
must first Input the Ultimate Power code (press A, B, Y, X, A, 
B, Y, X, A, B, A, B, Y, X, X, Y, A, 8, Y and X on the Game Start 
screen), which gives you ail the Force Powers end unlimited 
Thermal Bombs. To access the Debug Menu, press the L and 
R Buttons on Controiler li anytime during the game. To 
become invincible, press and hold Select, A, B, ¥ and X on 
Controller iI, then release all the buttons ot once. You'll be 
invincible until the end of the stage. 


EMPIRE STAIKE® RACK 


Alyce + 99 
pore oe 
egneoe: Steere 


- 
brvincibility worke ~ the side - 
scrolling etages only. 


0 ——— 


Skip To The Cradita 

This password allows you to skip oll the muss and fuss and 
jump straight te the closing credits. Put your feet up and 
have a bronto burger on ust 


You can adjust ettributes end 
use @ limited etaga select. 


Enter HOAGIE TAKES COLD 


Have o “yabba debbe doo" 
EES as your password. timel 


want {fo tiptoe through the minefields without being 
3wn up, enter the passwords below, one after the other. if 
you want different mechs to choose from, press Down, A 
and X at the Tiburon Entertainment screen, then type in 
_ ¥XTRM3K” as your password. To use these codes together, 
enter the Mech code first, then the invincibility code. If you 
want to start in @ specific stage, enter the proper password 
-after all codes have been completed. Go get ‘em, Marinet 


Mission 1: BMBRMN 
Miasion 2: 65C816 
, Miaaion 3: B1GBND 
‘ Mission 4: FSPRNG 
Mission 5: YHWX11 
Uniimited Ammo: M1ROG3 
: Invincibility: MKWFLL (input after ali tha 
above paaswords have been antered) 


To select an enamy mech, follow the 
inatructions below: 


ad — : 
WA TIBURON 
ad 
_——__ 
Press Down, A and X two or Go to the options screen and 
three timse ns this screao, enter XTRM3K as your pass- 
just to be aura. word. 
ogress 
a eh ee 
io ra ii 
é 
a ao 
-_ ‘ 
<= Select your faverite mech sed The game can he easier or 
— press Stert ta begin. 


harder, depending on the mech 
youchoose. 


{> 


‘| 

Silusr Paints Trick 

Do you need more silver points for browsing the shops 
or playing the games at the Milleniat Fair? Go to the lower 
part of Leene Square and speak to the man who fs emceeing 
the foot races. Bet on one of the racers, then get in front of 
the line before the rave starts. Walk back and forth in front 
of the racers (except the one you bet on) to slow them down, 
If your runner wins, go back to the emcee to collect your 
sliver points! 


: ou bes 


The racers cen walk through Rapeet this trick for as ineny 
you, but you'll atill delay them. silver pointe as you oaed. 
() ee ——- 4, 


And The Answer Is...1 

If the special Earthworm jim 2 feature in Nintendo Power 
Volume 83 wasn’t enough for you, here are the answers to 
the last of Sally Q’s wacky quiz questions. And you thought 
leopardy was rough! 

Who’s the king of animais in Africa? 

c) Earthworm Jimba 


What is the meaning of life? 
b) Citadel 


St Petersburg Fiorida 
a) True? 


Does misery love company? 
b) No, misery is the show-me state 


CLS pee (jm 


naan 6 y —- 
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More Classic Teams 

We promised you the codes to the classic NFC teams, and 

here they are! Select Play Now, highlight a team and enter 
4 the appropriate code to get that team's vintage counterpart 


(“L” and “R” are the L and R Buttons, not Left and Right). tf —_t7 BUCCANEERS: 1882 LIONS: 
| the code is entered correctly, the team logo will turn gold. Press Y, A, R snd R. Press 8, A, A, Rand ¥. 
_“Iw€;,,— 
= DPT 
= 
VIKINGS: 
fs Pee B.A, A, Land L. 


= 
i 


— aa AF PEREREN are 


7 1986 GIANTS: 1980 FALCONS: 1984 FORTY-NINERS; 
Press A, L, Lend ¥. Press L, 8,1, A,R, Rand ¥. Press, ¥, 8, Rand A. Press 8, A, Y,A,R, ¥ and A. 
» pM 
~ 1982 REDSKINS: ‘1985 BEARS: 1988 RAMS: 1979 SAINTS: 
= Press, ¥,8,R andl. Press Y, A, B, Band A. Press 8, A,B, Land ¥. Press Y, A, Landi 
Experts, shmexperts! If yau've got an awesome tip or a killer code, send it int Nintendo Power 
J We'll print your stuff alongside the pros’ codes. So what are you waiting for? Classified Information ( 
Warm up your brain pans, crack your knuckles and press those buttons? P.O. Box 87033 
 - Redmond, WR 
4 98073-9733 ! 
£ 
— 
Te ai ‘{ fa fA. Ce 
~~) i J id wes @) 


CODE BANK } 


AWWw.nintendo.com |, 


, Classified Info Invedee the Net 

Listen up, web crawlers: Classified Information has made the 
pe leap from the printed page to cyberspace! You can now 
4 ‘access tons of cool codes from the Classified Information 
1 Code Bank at Nintendo Power’s home page on the World 
Wide Web. The Code Bank’s humongous database contains 

most every trick and tip ever printed in Classified 
, ; Information and a lot more besides. Looking for a classic 
‘f Legend of Zelda code or wondering if there are any hidden 

( 


teams in the latest Super NES sports titles? The answers to Wyou'reeregis- | Wouldyoultke “ | Twoclicke kere 
é tered user, click on |) more information will get you le on 
your questions are only a few mouse clicks away! is hotles er ike about the Code i 
camer | ia miee 
2 ie a . — screen. on this button foro 
¢ > - Ly You'll be prompted | list of trequently 


to enter your sign- || asked questions 
on and password. and answers. 


At Your Fingartipe 
_ Anyone with a computer, modem and internet browser soft- 
“> ware can access the Code Bank. You can conduct unlimited 
pe searches, download up to 20 files per day and even submit 
al your own codes for inclusion in the Code Bank. (Alf submis- 
WA sions are subject to verification by Nintendo's finest Game 
Counselors, of course.) If your code makes the cut and 
ae you're the first person to submit it, it wilf be uploaded to the 
FEE. Code Bank files and credited to your sign-on name as proof 
of your game play worthiness! 


—_—_—_—_—F% 


~~ Get Connected 

~* User registration is simple. All you need to do is transmit a 
’ short application form with your sign-on name and a valid e- ; 
mail address. You can also list your favorite types of games Thiebutten is your } Two clicke here If you'd like to 


ys i illecceee eddi- | check cut the 
” em and take advantage of an offer to receive future promotion- eee tee ional techies! f tke 
al e-mails, if you wish. Within just a few minutes, depending tricks pel chests Yor near alt Ninteedo Power 
os on network traffic, you'll receive a registration verification haga ee ele 
. 1 mi A Ss 
via e-mail that lists your sign-on name and personal pass- tem title er typeot ckenge your tat end ewey 
word. If you forget your sign-on or password, you can resub- code. poseword. you'll gol 


mit your application at any time and receive new ones. 


ae 


@ Manufacturer (“Nintendo”) 


e@ Game title (“The Legend of Zelda”) 


Oo— — 


| Cade Surfing 


any 


Let’s say you'd like to find 
all of the codes on file for 
the NBA Jam serles. Type 
“NBA Jam” in the space 
provided and click on the 
Search button, Voila‘l The 
Code Bank will scan its 
files for matches and dis- 
play them on the right side 

of the screen. If you'd like 
| to narrow your search to 
the Super NES verslons of 
the game, choose the 
Super NES option and 
press the Search button 
again, To view any of the 
cades, just double-click on 
the file name to download 
it to your computer. You 
can conduct unlimited 
searches and download up to 20 files per day! in case 
you’re wondering, the NBA Jam series tops the Classified 
Information charts with over 100 matches for aii ver- 
sions and editions of the game! This totally blows away 
the runner-up, the Mortai Kombat series, which has a 


C Ly 


Ri Piece of the Action 

Net surfers can dial up Nintendo's home page at 
www.Nintendo.com and check out the action. Of course, 
Nintendo Power readers still get first crack at all the latest 
codes we dig up (hey, that’s the benefit of subscribing, pal!), 


Byer 


NBA Jom Tournament 
Edition 


Extra Spestat Cheats 


joc 80 0 (EEE, 


o. Ue 


@ Game system (“Super NES”) 


e Type of code (“stage select”) 


o— . 


Ishowing the First 75 


Hite on your Saleclion, than prose the putlon talow to aceoes the 


“mere” 24 matches in the Code Bank database. What 
about types of codes? We can’t be sure of exact numbers, 
because of the way the Code Bank conducts its searches, 
but it’s a safe bet that stage selects and stage skips are 
the most common (and popular) types of codes out there. 


—— 


New codes will always be printed in the magazine before ( 
being uploaded into the Code Bank, but making the Code 

Bank available is just Nintendo’s way of sharing the wealth 

with video game fans everywhere! 


mf y 


SHOPPERS! THESE. 


SUPER NES CLAS= 
$26 ARE vaALiie 
PRICED AND 2m 


STORES Now! 


we're 
titles that 
have stead the test of ime and can now 
be found at bargain prices They're well 
worth looking for Our firsi blast from the 
past is Capcam’s Mega Man X, which 
adventure 


This month, 
showeasing several territic 


introduced 

elements ito 
the Mega Man 
series® 


game-style 


side- 
scrolling 
action tormat 
This game 
breathed new 
lite into the 
series and was quickly followed by 
Mega Man X2 and Mega Man X3. 


MegaMan X 
has more cool 
options and 
upgrades than 
a 57 Chevyl 


The “X" series 
introduced new 
characters and 
concepts toan 
élready rich fan- 
tesy universe. 


ma: 


i 


i 


Final Fantasy 
Mystic Quest 
has been 
labeled as 


= “beginner's 
role-playing game but it has all the same 
features that have made the entire Final 
Fantasy family legendary among RPG 
devotees. Though its plot 1s more linear 
than those of its brethren, Final Fantasy 
Mystic Quest entertaining, 
story, Intriguing characters, challenging 
nattles. Novices 


doasts aN 


puzzles anc 
and veterans alike can look forward to 


exciting 


many hours of fantastical fun with this 
little gem! 


y Mystic Quest isa great game for 
novices who want a challenge and for veterans 
who need a “quick fix" 


There are lots of territic basketball games 
around, but NCAA Basketball 1s one ot 
ight onto the court 


the few to take you 
ior true 
hoop action! 
Rather than dis 
playing the entire 
court, the 


In-your- 
face 


“cam- 


€ra” follows 
the players as 
they pass 
block, shoot 
and pound the 
boards, givin 
you the feeling of being night in the thick 
of the game 


[eee af Connecticn 
eae 3 


The teams in 
NCAA Basketball 
Perform much like 
) their real-life 
counterparts 


The game 
camers will 
shadow 
whichever 
player has. 
possession of 
the ball 


Fighter If ignited the tournament 


craze, and Stre 


Jeast for a short ime 


inferno SF It Turbo lines up ten of the high-speec 
most colortul fighters of all time, each action It has 
with his or her own trademark moves the  distinc- 


Besides the turl 
| graphic and play enhancements 


severe 
over its predec 
by many to be 


gener 


and find 


was the one to beat! 


The World 
Warriors are 
still some of 

themost 
recognizable 
charactersin 
video games 


avon fighters Pull up a 
out for yourselt why SF Il Turbo 


F-Zero was one of the firs 
the 
hough gan 


five pames 


released for then-revolutionary 


Most Super NES 


technology 


long- 


time pamers has come a long way since then, F-Z 
would agree contir to keep race tans on the 
that Street edges of their 

shting seats welh its 


el Frghter U 
at the center of thi 


exhilarating, 
futuristic 


Turbo was, at 


on ot being aur first ¥. 
ttle Check out these track 
and strategies 
checkered flag 


20 Uption, this game offers 


layouts 
selore you head for the 


ssor, and it is considered 


the pinnacle ot the trst- 
ontrolle 


No video game system 
could be completa without 
a great racing game, and F- 
Zero more than fits the bill 


Few games have been alle 
to ai the ars of 
speed you get from F-Zeig, 
No combos, fatalities or ase ‘ 
any-other-alities Its just 
you, your opponent anda big 
fist in the facet 


-_ibn a —: 

Pits 
Colliding, and running into 
barriers or explosives along the 
track will drain a car’s energy 
cells If you run out of energy, 
you'll be heading to that big pit 
stop in the sky! Run along the 
This is the future of Grand Prix racing, and high-tech tracks and abstacles glowing pit areas to recharge 
make motorsports more of a daredevil profession than ever your battertes, 


Stay on TARGET 


brake abruptly on the ice, or you'll go 
careening out of control. 


Some of the tracks are littered with 
minefields These insidious explosives 
will blow you off course and drain asig- 
nificant portion of your car's energy 
Teserves 


LEAGUES 


The Interplanetary Grand Prix is 
divided into three leagues, with 


If the clothes make the man or woman, then the car makes the racer Each each league offering progressive- 
of these machines has its advantages and disadvantages, and the premiere ly tougher tracks and more 
choice for you will depend on your racing style. aggressive opponents. You can 
opt to race in the Beginner, 
BLUE Fatcon Standard or Expert classes 
This buff birdhas the second best acceleration It a i 
handles well, but the back end cuts loose 1! you give n | G HT = 
it too much throttle in the turns Racingin the Knight league 4} 
resents few surpnses, but 


Go.Loen Fox It allows you to get the feel 


for your vehicle and practice 
The Golden Fox has tremendous acceleration, but 


basen maneuvers. 
the engine's power band peaks early, giving it the 
fowest top speed n the fold QO U E 


Now that you've cut yo 

Wito Goose ‘nese py 

Three engines allow the thick-skinned Wild Goose obstacles, ae canmove 

to take second place in the speed category It is by P jumps, Mag Rails 

far the most durable car on the cireuit anf other advanced hezerds. 
Fine STInGAAY InG. 

The Fire Stingray scores high in handling, top speed Massive mi fs, alter 

and durability, making it the choice for novices Its nate routes, unpredictable 


p kr lerat winds and killer hairpins ere: 
onty weakness is poor acceleration vend and TE ae 
ultimate F-Zero feaque 


© siwrenoo Power a 


Mute City 1 


You won't have trouble winning on this 
track You canuse your turbo boost 
just before the Jump Plate, in the 
middle of the rough or down the 
home stratch 


Hairpin 


ase off tha throttle when you hit a 
hairpin turn, or you'll teke it too wide 
Use the L and R Buttons in conjunc- 
tion with the Control Pad for extra 
tight cornering 


Sanp Ocean 


Don't try to battle it out with your opponents 
in tha sharp corners Concentrate on keeping 
your vehicle off of the barriers and passing 
on the straightaways. 


Cut THE CORNER 


iA_EAGUE | 


F-ZERO @ 


There are a few 
hairy spots on these tracks, but the main focus will be 
on speed. If you take advantage of the straightaways 
and cut the corners off the turns, you'll be just fine 


SIN Y7dNS 


Bic BLue 


The beautiful tropical settings 
offsat by a treacherous field of 
(ce slong one turn. 


HAIRPIN 
_ 


Apattern of hard corner- 
Ing could get you into 
trouble when you reach 
the patch of ce ahead 


Try to pivot and aim . 
yourself along tha a H 
Fight wall just befora 
you hit the ice Lat 
off the throttle, 
pivatand then hit the 
gas again to get back 
onto the pavement 


| 
a 


The tightest turn is about 

pale yee the couse | | y +N 
ut across the bottom of the : 

corner as much as youcan. ZDNI 

Slow downif you need to and 

make up the time just before 


the finish line 


DeatH Winp 1 


This may look like a simple 
track, but the crosswinds 
will shove your car from 
side to side Tap the 
Control Pad to keep 
from hitting tha 
rough spots or 
energy barriers 


Dasn ZONES 


The Dash Zones can bea help or a hindrance to you, 
given the cross winds and narrower lane Make sure 
you're on aneven keel before youhit one Though 
the tums are wide and gentle, you'll have to fight 
tha winds to stay in the center of the track and 
avoid the rough areas. 


SILence 


With careful maneuvenng, you cen cut straight 
through some of the 90-degree tums on this 
final track, rather than swerve around them. 


The Dash Zones will shift your 
car into high gear and send you 
hurtling down the track at blind- 
ing speed. The cars tend to over- 
steer at high speed, so don’t 
make big course adjustments 
just before or after you hit a 
Dash Zone 


SHORT 
Cut 


The short cutis 
Ittered with 
mines, and one 
false move on the 
dump Piate can 
send you hurtling 
off the track Cut 
jet speed just 
efore the Jump 
Plate, then pivot 
towardsit 


| —7 Nc | | — eee 


leagues and take on some tracks worthy of your mettle Your opponents will 
become more dangerous as well, as they start to elbow their way around you 


The intermediate version of the Mute 
City course has the same basic 
layout as the original, butit fea- 
tures an addedloopandasecond , 
Jump Piate on the back j 
straightaway You can either 
use the double jumps to 

soar over the rough areas 
or engage your turbo to 

blast your way through 


WuicH Way 


Both sides are the seme length, soit doesn’t 
Sh matter which way you go around the loop Take 
, whichever path is clearer or easier for you to 
maneuver through 


You have some 
steering contro! while 
you're in the air, but 
It’s affected by your 
peed If you're turning one way 
as you take off, you'll tend to 
keep going in that direction 


ee - CT 


a ‘ 
The sherp turns on the beck stretch are 
designed to kaep your speed down, which 
mekes t more likely that the Mag Rails 
‘will pull you into their energetic clutchr 
es There are few straightaways on 


Lean Out 


this track where you can make up 
time, sof you falt behind, it's 
Use the L endR Buttons to pult unlikely that you'll regain your 


place 


away from Mag Raits Using the 
Control Pad can sometimes make 
you overcompensate and crash 
Into the opposite wall or the next 
set of rails 


Lone Haut 


tf you miss the 
first jump after 
the pit area, hit 
your turbo just 
before the big 
teap You may not 
be able to acceler- 
ate enough in the 
rough make it across 


The best strategy ts to fly straight 
through the curves, rather than try to 
swerve around them You can skimright 
along the edge of the rough areas without 
slowing down 


Tree Jump 


The Jump Plates will help you avoid this trio of 
sharp turns. There are Mag Plates embedded 
in the track that will pull at you as you 
zoom ovarhead Press Down to counter- 
act the drag 


CENTER 


Head straight towards the 
wall, then let off the throttle 
andexecute a 90-degree 
pivot If you easa into the 
tum, you may end up enter- 
Ing at the wrong angle 
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F-ZERO 
Write Lano l 


The multiple jumps andice patches will rattle your nerves, 
and you'll have to fight the instinct to steer back and forth 
inthe slippery turns Try to pivot before you hit the ice 


wn 
€ 
a 
5 
= 
3 


Wickep TuRNS { 


t 
Whenyoucometothe | y 
first icy turn, epoch 
from the jeft side of the 
lane and aim your car 
towards the bottom cen- 
ter edge of the curve When you hit 
the edga of the hairpin, let off the 
throttle completely and 
sameway pivot the car so that it’s 
A pointed up endleft Now 
punchit! You can attack r 
thenext turn with the A 
Same technique, but in 
Feverse 


Goa Jump 


There are rough areas and 
magnets along the back 
stretch that will slow you 
down to acrawl You'll have 
tohit at least a few of the 
Jump Plates if you want to 
stayin tha running The best 
thing to dois to stay on one 
Side of the track or the other, 
being careful of the slight jog to the 
fight in the middle of the stretch If you 
‘try to maneuver back and forth too much, 
chances are you'll go flying off the track 
towards the city below 


Write Lano 2 


This course is a nightmare of clustered turns and hair- 
pins There's only one significant straightaway, end 
you II need to save yaur turbo boost for the long jump 


Mag Rails and Mag Plates are 
powerful electromagnets embed- 
ded in the sides and surfaces of 
,the tracks. They'll pull you into 
the energy barriers or drag you 
down out of the airt 


Turso 


Boost 


‘This is one of the 
longest jumps on 
the circult, andeven 
at full spaad, yau may not make it Hit your 
turbo just as yau round the last corner 
before the jump, and try to hit the Jump 
Plate straight on. Press Down for a bit 
more altitude andrenge The boost in 
Speed will exaggerate any course correc: 7 
tions, so be carefut 


Hairpin MAaness » 


Wieck Youcanget 

= Sa through the 
“cloverleat” 

in the center of 
the track without slowing down much, but you must approach 
the first harpin from the right Now pivot and aim your vehicle 
towards the outer edge of the second hairpin If your aims true, you 
can make it there with just a small jog towards the inside of the track, 


WOLHME 86 


cGSl = You're a seasoned veteran now, but 


= what you do here will determine whether you end up at the 
top of the heap or the bottom of the scrap pile! 


Mine OH MINE | Mute City 3 


If you're expecting the same old thing, think again! This ultimate ver- 
sion of the Mute City course is anything but a cakewalk The Jump 

Plate has been replaced with a series of legged edges that 
Viet qs intrude nearly to the center of thelane If you're not 
to blas 


va centered on the track, you'll either get a slice 
through the taken out of your energy bar or get 
rough or, if _ bounced hopetessty off course 
u're daring = 

nough, blow @ 

ath through 

the mines on 

he first lap. 


The mines are tightly packed 
and surrounded by rough Use 


DeatH Winp 2 


The wind willbe the deathof 
youif you re not careful on 4 
this course Save your 
turbo boost for the rough 
sections just aftar the 
startingline. 


DasH To 
DISASTER SS 


iS Unless you're extremely skilled 

{or lucky!} yau won't be able touse 
the Dash Zones on the back stretch, The short 
straightaways and extreme angles on the 
corners make it very 
/) difficult tocut across 

PY them at high speed 

while mainteining con- 
trol Hit the Dash Zone on 
the straightaway and follow 
up witha turbo boost. 


eS 


Port Town 2 


Jf Port Town 2 has the same basic layout as its predecessor but with en added triple hairpin and 
& longer loop after the Mag Rails The longer straightaway will help you maka up soma time 


_ ae 


SLINGSHOT 


The last Mag Rail draws yau to the left 
Press the R Button to stay just off of it Your 
car's nose will also onde slightly to the right If you 
punch the throttle and pvot just as you reach the end of 
the rail, the pull from rt can help you slide into and sling- 
shot around the turn 


Dancerous Curves 


If you get caught by a 
Mag Rail, it’s often 
better toridest to the 

end, rather than try to 
pull away With the amount 
of thrust needed to break free, 
chances are you'll fly across 
the track and slaminto another 
rail or the track harrier 
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F-ZERO 


Rep Canyon 2 


Wanted Interplanetary Grand Pnx racers willing ta take on the 

Red Canyon 2 coursa Bnly fools and daredevls need applyl JUMPING JACK 
Withits profusion of twists, tums, mines and 
jumps, Red Canyon 2 will give you lots 
of second thoughts about stave 
theracing game And this is ust tha 
warm-up for the Fira 


Field course! is 
——o 


a 


, 4 : Leap oF FaitH 

r Just before you antar the mine fiald, you'll sea 
aJump Plate that looks like 't's laading you off inta 
ablivion, but it’s not. If youhit tha very center of the 
Jump Plate straight on, you might just make it to an 
arrow-shaped Jump Plate to the left of the track If you 
make t back to the main track, you'll ba at a spot just 


beyand the mina field Making this jump could move you up sev- 
aral places in ahurry. 


€ 
m 
a 
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The deep zig-zags.in tha track along tha jumps 
are maant to unnerva you, but ance again, 
only minor caursa adjustments are 
naadad If you panic and swerve 
suddenly in mid-air, you'll only 
succeed in makinga very pic- 
luresque pattamn the sand! 


ee THINK YOURE 
TOUGH? 


Finishing the game on Exper 
Class difficulty unlocks the 
Master Class. The tracks will be 

¢ same, but your fellow racers 
will be faster and more aggres- 
sive. They'll stop at nothing to 


Fire FieLp run you off the road and off the 


The obstacles hera are designed to make you panic end @yreunt! Try to get a boost at the 
mess up your timing When most racars maka a starting line by getting in front of 


mistake, they end up avercompensatin 
The mare they try to avoid tha next hez- another car, but remember that 


Mines 


Tha other racers will try to 
knock you inte a mina, so 


you don't want to pick ug ard, the worse things get * maneuverability 1s still your tape) 
any tallgatars Steer in Concentrate less on aveiding riority. Ruan flat out éo . 
frant of enother car night tha next hazard and mora jist? ne u 
at the start of tha race an satting yourself u stantly usually results in mistakes! 
The ineecl villas you for the naxt turn 
eboost and sand you may take anothar 
‘out of reach of your te but you'll bein 


opponents abetter pasi- 


tion to avoid 
the dangers . 
after that é 


a 


To Pr Gr Not To Pit 


Tha right fork laoks like a shortcut, but 
the left fork will take: i to the pit area, 
‘Il needa recharge 


and chances ara you'l 
after the first 
jap! A handy 
Dash Zone at 
the and of the 
pit will get you 
back in the run- 
ning anal the nase 
cof your vehicle slightly to 
‘the nght before you hit the Dash 
Zone If you miss it, engage your turbo 


voLune as EG 
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(MINE CART RACE wattle 


Us a white-knu 


You can snag a maximum of 36 coins while running the Midas 


«le trip through Moleville Mine! Zip through a Mode 7 maze to 
a sicle-scrolling dash through a tunnel Take another Mode 7 trip before dursting 


Waterfall You can’t swim upstream but you can move horizon- 


the current by giving your B Button a 


5 WO! Use this technique to grab out ot the mountain and plunging to the town below in another side-scrolling 
cains. th videly dispersed across the extravaganza! Get an energy boost by munching the mushrooms overhead, then 
anne! 1 gene ) vant to keep holdin on tor dear life while jabbing the X Button in the side-scrolling sections 
bear eft, except for a nght-turn around Prevent « res In the Mode 7 sections by slamming an the brakes at the spots 
up rock at the toot of the waterfall the maps. Your cart will automatically negotiate the other corners 
Avoid the tunnels, which are marked without a mishap Yau can save precious seconds by hopping over the 


by letters on the map None has coins 


Irpin turns. The record 1s 1 minute 54 66 seconds Resaevi REG 
© =HIT THE BRAKES 


while Tunnel C€ 1s infested by a coin: 


grabhing Jawful 


ois nthe dushroon - 
Follow the chart helow to get the maximum of 64 coins floating in two Kingdom Inn for a Ber Mania —— 
lanes over Midas River You'll have to do this while riding a series of — | .. Game Boy game anc slastin CLIMBING CHALLENGE 
hai ailing down the river, sometimes leaping from one barrel to the away Koopa shell re | . 
next nthe same lane, at other times changing lanes by bump- D, point causing, che tion _ 
- _ / i > d's End by tidine 
ing into the next barrel Bump into the first barrel in your path, jump but avon getting hit fallin a = oh Escape Land's End hy riding Ps - 
d P > > ergeant Flutter’s Sky Troopas to a _—_ 
onto the next two, then hump. Repeat this pattern—bump, jump, we shells or red stat f, YOU S ae > Sergeant Flutter’s Sky Troopas tc Q- 
he toy s shee 's eas! o 
jump, bump—to the end, for a total of seven bumps and eight In repair damage in . the top of this sheer cliff It’s easy if 
96 Avoid the fish jumping from the water! sz cd heart. The capt 7 you simply step from shell to shell, 
“ ~ = 1 stancls at 99,956 ¢ a but with a bit of derring-do you c 
. record stanc t dINKs e : 
START i? . 


win Frog Coins or ever Troop: 
Pin. The secret? Take a deep breath 
and leap from shell to shell in mid 
tr! If you muss, just pick yourself 


SUPER SUMP CHALLENGE Boies ihe cif sas seca, 


How fast can you climb? 


at 


fy 


Hop on a Goomba flashing out of a pipe in the Pipe Vault to get one point, 

but lose a point if you bop a Spikey instead The rare gold Goomba 1s good @ 
for three points. You have 30 seconds to garner 20 points and win a prize. ¥ See how many times Mario can jump in 1 
You'll have to really hop to wt if you want to top the record of 58 points \< single Ultra Jump attack It’s easier if you 
pick a relatively weak enemy Changes in 
the sound Mario makes when he lands on 
an enemy will cue you to change the rate 


-~ 4 


Fo, 


ee a el . 


at which you're pressing the Y Button Th 


J J ) y ) y / er st i he Supe : iC ket mth be 


jumping 100 straight times 


DD|DIDD | DDD) \DDDD | 


J = = ae ee 


~ os 


astonish: 
tock 


piayjng the scads of puzzles 


and bonus areas along the 
route. Here’s a handy guide to 
some of the toughest challenges 
you'll face on your way to 


facing the invading Smithy! 
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_ frystal Dreams. 
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THE FANS 
SPEAK OUT 


pic Center continues to receive 
E hundreds of letters every month 

from RPG fans in response to our 
Epic Center News article in January enti- 
tled “Enix On A Quest ” The real quest, it 
seems, is the one undertaken by these ded- 
Icated fans who want the chance to play 
more RPGs Your Epic Center statf wishes 
fo thank all of you for the tremendous sup- 
port Your letters are being received, read 
and passed along to the evaluation depart- 
ment at Nintendo of America. We are also 
In touch with third-party publishers and 
regularly let them know about requested 
titles. In the long run, we hope that your 
letters will make the difference and that 
some of the great Japanese RPGs will turn 
up in North America Remember, the pen 
Is mightier than the sword On the other 
hand, the dollar is even mightier than the 
pen, which suggests that the best way to 
show game publishers that you like RPGs 
Is to buy them Finally, we appreciate your 


support for the Epic Center section of 


Nintendo Power and all your thoughtful 


comments. lf you have suggestions for artr 
cles or game coverage in future Epic 
Centers, please let us know by writing to: 
Nintendo Power Epic Center, PO Box 
97037, Redmond, WA 98073-9737 or 
sending e-mail to WWW NINTENDO COM 


GENESIS GOES 
TO EUROPE 


Many of the letters received recently at 
Epic Center have mentioned a game irom 
Enix called Genesis that we first noted last 
year. Genesis has been renamed 
Terranigma and will be released in Europe 
later this year by Nintendo Your Epic 
Center editors were lucky enough to snag 
a copy of the Super Famicom version of 
the game for a quick laok On the surface, 
the developers at Quintet have created 
another RPG adventure that Zelda and 
Gaia fans will recognize immediately. Ark, 
the young hero, explores an inverted 
world on the inside ot a globe, venturing 
into dungeons and towers where he must 
fight enemies and solve cunning puzzles 
Ark’s quest involves saving the souls of liv 
Ing things, resurrecting whole continents 


An Inverted World 


on the earth's surface, overseeing the 
growth of civilization and single-handedly 
thrashing countless baddies. Players also 
will find love interests, humorous situa- 


bons and scenes that show character 
growth as the story and game progress. As 
in Illusion of Gaia, the game engine puts 


Puzzle Rooms 


players in control ot the hero both in direct 


+ combat situations and while exploring the 
. Various towns and towers The Mode 7. 


scrolling, overworld map of Gata has been 
inverted in Terranigma to reflect the interi- 
or world in which Ark lives It’s a bit 


"strange, like walking around on the inside 
: of a balloon Once you reach a play area, 


however, you get a standard overhead 
view with excellent graphic quality 


Live Battles 


Dungeons feature traps, riddles, secrets 
and other mysteries and magtc In the lat- 
ter half ot the game, players also promote 
the progress of the world’s civilization, sort 


: of asimulation in the midst of an RPG. The 
' only downside of all this is that Nintendo 


has no plans to release the game in North 


* America at this trme. 
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Capcom's Eye of the Heholder has been 
available for some time, but the game's 
diabolical tricks and traps continue 

to confound even veteran BPG =) 
players. This month's Epic 
Review gives you tipzon 


solving common problems , , 
and maps for the tough-: P . a x 
est i gone p- 
, 7 
y oa s - ¢ ly Psp" SNe" oo THAT 
3 - : are” 


1990, 1994 TSR, Inc, 
1990, 1994 Strategic 
‘Simulations, Inc, 1994 
CAPCOM Co, Ltd. 


ADVANCED DUNGEONS 


& DRAGONS 
« 
- = : 

¢ Move "erh out ~ 

ihe eased abana gilt od ina maze and” 

Stidwied front 'a{G4D perspective. Use ae repular pti Step 1: Find Taghor the Dwarf Fighter 
‘troller or a Super, NPS mouse to click on six Fi bute on Level Four. 

to move tfvough the mize's twelve | e: And Step 2: Locate the Dwarf Camp on 

“remember to check over your fiinke 7 Level Five. 

sure nothing realty hideous is sneaki you. if Step S: Talk to Armum the Dwarf Leader 
pote wondering where to eonchs a fi F and eccept his challenge. 

is ‘of evenis outlined off tke ' Step 4: Explore the Upper Reaches of 
pals OPT list to the right. — the Drow on Level Seven. 

1G — = ’ Step 5: Discover Xanathar's spy and 

ced F ; J peseue Prince Kingar. 

aa Step 6: Recover the sacred Dwarven 
<ar% aryshag elas WAtL Healing Potion on Level Eleven. 
ae a =) Bem i=) 4 Step 7: Return to Armum and receive 

was sf 4 the Wand of Silvias. 

sie tn ci ete, 2 ) step 6: Defeat Xanathar in his inner 
Step forward of move beck- Sanctum and win the game. 

ward in the maze. ~ 

—" » 
, . —*? 
@ swrenoo rower —_ 


: wu. er Dwarven 
Wf you've played any Advanced Ps 


Dungeons and Dragons game, you 
alteady know that casting magic 
spells requires all sorts of prepara- 
tion, like memorizing spelis in 
camp [f you find a scroll with a 
spell your mage does not 
have, be sure to select the faq 
“Scribe Scroll" option to sg 
copy the spell into your 4 : 
mage's spell book 


Magic Users cen cest only 
the spells they have mem- 
orized, Make e habit of 
memorizing spalis when- 
ever youcamp 


| The Dwarven Camp 
pitied Sy pada 


1 
oh eee] 


Yerarrspown {srarrsup mpoons 


ILLUSIONARY WALLS — MOVABLE WALLS 


Lower Dwarven 
Ruins 


Keys? We tten’t moed 
: no.stinictin’ keys! : 
If you have a thief in your party, you can pick locks 
instead of looking for keys There 1s one catch. If your 
thief jams the pick in 
the lock, you will 
never be able to 
open the door. Save 
your progress just 
prior to picking the 
Jock and press the 
Reset Button if you 
get jammed, 
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_ The writimg ison 
»% the wa ma 
‘You Cate! the runes on the wall f | re 
you have a Gnome-or #DWwarf inte 7s mH, Ba 
party. The yunes on the first three levels ‘ammemeei 
are written by Gnomes. The lower ine 
fevels-have rufves written by Dwarves. ey 
Runes cart warn, your party of fraps or 
provide valual : 


Gnomes’ ei edd can Pood 


tations y party if ind 
ur a 
ond hal ns ara Four. 


“WaTAIRs Down ert w DOORS 
TLUSIOWANY WALLS B MOVARLE WALLS 


inser ml 


@) _munrewoa power’ 


- i Stay on target 
’ sa 


Bows and slings are two-handed weapons that work tf 


» you have your ammunition in the right place at the right 
fime Keep a stock of arrows tn your quiver on your 

back Keep sling stones in your helt, in the three E vertical 
__ boxes on the right side of your z 


Inventory screen 


? , A bowis.a two-handed 
weepon The stieidin thes char- 
7 atter's left hands uselassin 
clase combat against hungry 
i arachnids 


ral lifeand the 
Reset button 


With the maze's countless pits, pomons anc 1 
P i 


rsornes 
fiends, it's nearly inevitable that someone in your party 1s 
going to make a mistake and enthark an that last solo | 

to the RPG in the sky Save you 
on each level so you can hit the ce] Butlan and avon 
the problem for the second (or ninth) time around 


game at least iaur times 


Kanathar’s Inner 


Nearly every level in the game has 
an Invisible teleporter that either 
turns your party around suddenly 
or whisks it 
off to a new 
and seem- 
ingly idente- 
cal location, 
Make a map. 
on paper and keep track of your party's position and heading A sudden spin on 
your compass or a change of perspective are good clues that everything 1s not 
what it appears to be 


They hired 
UE ques LIKE A MOVIE __ ten of the 


rr: = t fi 
" it's obvious that developers have been dees ie ad 
Sou striving to make RPGs feel more like sas actresses 


b- interactive movies and less like the lin- 
. ear adventures of yesteryear. Chrono 
Trigger offered a variable plot and 
t* eleven endings, while the Japanese-mar- 
' ket hit, Tales of Phantasia, featured dig- 
itized voices and battle animation jalt 

straight out of the latest Japanese fanta- — ee 
sy films. This summer, Enix will turn up fiefs cons By 
the heat with the Japanese-market 
release of their 48-megabit spectacular, 


in Japan to 
breathe life 
into the main 
«characters. 
These voice 


popular ani- 


ted fil 
Star Ocean. Taking their cue from Tales ey FA ri 


, of Phantasia, the Star Ocean design (Original Animation Videos), and their EMOTION ANO 


team (many of whom also worked on 


. feces 2 
t*, _Phantasia) decided to maximize the use So ea eee wo pt ELOCUTION 


te of digitized voices in their latest effort. « with scrolling text. A 64k RAM cache The Star Ogean team have broken new 

helps keep the action in synch, ground with two elements they’ve 
©. and the programmers designed dubbed Voice Al and Emotion Points, ° ~ 
a special Al that governs the The Voice Al monitors the current situ- 
lines the characters will say and atio& and selects appropriate vocal 
how they'll say them! - responses for the different characters. 


gone The cl have an unprecedented amount of deted in them for this style of 


geme. The colors are vibrant and the sheding is incredibly subtle. 
‘© MEIMU/TAI-ACELTD,/€ ENINN996 
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In Stes Ocean, charecters speak 
much ot their dielogue eccording 
te their foeliege for ench ether! 


Ster Odeee detours trom the tried- 
and-true RPG fantasy formule into 
the reehm et ncience tiction. 


Dragons end wizerde have bean 
rapleced by eterships, time travel 


‘ond interplanetery war. . 


. 

tithe party confronts a 
weaker enemy, you 
may hear them taunt- 
ing their opponent 
during battle, If their 
foe is made of sterner 
stiff, however, they'll 
worn each other of the 
coming ganger. You" 
may even hear two 
characters _ talking 
simultaneously! 

The Voice At is 
oupplemented by 
Emotion. Points, which. 
are used to keep track 
of the characters’ relationships, 
Each charecter has an Emotion 
Paint rating for every other charac- 
ter, and as events unfold, your 
actions and choices will add or sub- 
tract points from those ratings. The 
Voice At will then select pieces of 
dialogue according to the charac- 
ters! feelings for each other. tf two char- 
acters are close to each other and one is 
injured, the other will react more dre- 
matically than you might otherwise 
expect. Emotion Points will also help 
determine which ending you'll see. 


DYNAMIC BATTLE 


7 
With this much drama in the game, it 
was only logical for the designers to cre- 
ate ¢ bettle system that’s more dynamic 


Youcen 

| rotete char- 
noters 

hetween the 

hettletield 

end your 


any tune. 


“than the ones you usually see in RPGs. 


Battles are still menu-based, but they | 
now take place on mapped terrain dike 
adventure-style games), rather than sta- 
tic battle screens, Combatants charge, 
clash and retreat in a great melee all 


_over the battlefield, One helpful feature 


allows you to “lock on” lo an opponent. 
Your character will then run after that 
enemy and attack it automatically until 
ite defeated. Standard physical and 
magical attacks are supplemented by 
special skills activated bp the L and R 
Buttons, You can have up lo four char-, 
acters in battle at ence, and you can 
swap characters from your reserves at 
any time. With a maximum of eight 
cheracters in your party end len main - 
characters total In the game, there's 
great potential for all sorts of mayhem! 
We fully expect that new concepts 
and technologies will further blur the 
line between games, movies and other 
forms of entertainment, Star Ocean 
just ohe of the the first, bold steps in * 
that direction! ° 5 


reeerves at. 


: 


The once peaceful kingdom of Riccar is im 
turmoil as the demon lord, Zakdos, cleaves a 
path of death and destruction across the land. 
Join us as we continue the quest to recover 
the mystical Shards of Earth, Wind, Fire 

and Water before the Dark 
King can fulfill an ancient 
prophecy of doom! 


I CAN ENTER THE 
UNDERGROUND 
TEMPLE. 


When lasi we leit our young adventurers, they had yust Inder the fake 


succeeded in cictcating Jaghi, servant of Zakelos, and Use the Jewel of Water to 
recovering the Shard of Earth trom his murtlerous grasp 3 enter the Jake at this spot 


You next task 1s to explore the lands heyond the Desert ae 
for the remaining Shards As you recall, Zakdos stole the 
Sword ot Hope, the legendary weapon oi your 
forefathers, so you'll have fo continue to make 

do with the weapons al hand You should've 

found the Crystal Spear in the Underground 
Temple, so hand your sword over to Mute, 11 he 

needs a hetter one Roam the halls of the temple and 
defeat monsters until you're at level 10, then head north 
into the Prairie Be sure to trace in your casino Coins tor 
gold pieces andl stock up on-irms armor and provistons 

betore you set off 


= 
oUWL WIR < 
usr J eciasH FLEE auto 
TURTLE a. 
From: Desert 
= Once you cross the 
Fire and ice related spells work well against the Geath Fish, If the - border, you'll 
fish manage to strike, they can eat up alot of your HP Look for the encounter bigger 
Pliers behind the Water Grass, then use them to open the Shellfish groups and tougher 


WIENDO POWER kinds of enemies - 


Your quest began at Riccar 
Castle (ogatian A), arid this 
map shows the general path 
you'll takethrough Riccar and 
the surrounding lands You'll 
have to. axplof® Sea Side and 
__ the jstands onjyour own 
A. RICCAR CASTLE 
B. ANCIENT TEMPLE 
C. UNDERGROUND TEMPLE 


DO. PIXIE’S CAVE 
— WINDER CASTLE 


PIXIE’S ROOM 
Going jeft or nght will get 
younowhere Walk down 
to find the path that leads 
to the Pixies Cave 


e 


LEC Bh id 
A > eet 


The Pixie’s Cave will be a treasure trove of 
information about yolir quest. Visit the mid- 
dle and left Pixie Rows, then talk to the 
Eider in the upper right room. 


Ince nside the ceve, you'll 
Bree rigid ie avg you" The current will push 


finda Turtle trapped ina 


hole Take fm to the lower you and a big rock 

right room, and he I! teil you through the passage 
about a secret passage Use the rock to plug the 
that leads to the Pixie hole the Turtle was in. 


Elder taok around the 
chamberito uncover it. 


f From: Lake 


“el os You won't see the passage until 
Freeing the Tortie will cause the Turtle reveals ts locetor. Use 
strong cutrent to formin the Look command to find it 

the cave The resulting 4 

wiwrlpool will.sweep you rs 

away when you try to visit 
the Elder Maybe that loose 
Tock will comesp handy 


After you repair the hote, 
return to the lower right 
room and take the passage, 
to the Elder He'll give you, 
veluable information and. 
change tha Jewel of Water 
into the Bell of Water 
When you return to the 
surface, the Turtle will 
offer to take you across _ 
theLake to Rod's Woods ' . 


5 4 . A Ay TT * — 
Ln! 
ty 
Journeying through Rod’s Woods will be like stepping into legend Here you'll learn 
that the stories of King Winder’s heroic exploits are actually true, and that his castle 


still stands in the fields beyond the forest The sylvan beauty will be marred, how 

Castle ever, by a mysterious mist that is gholang the life aut of the animals and plants alike 

The way will be Look among the leafy boughs to find Creeper, the serpentine servant of Zakdos and 
barred by trees A | Bs P i 

and under- the source of the mist Once the poisonous clouds are dispersed, search among the 


acon oy greenery for honey, barley and rare mushrooms 
you had a wood- 
cutter’sax..! 


Like the Under 
the Lake area, 
going teft or nght 
here will bing 


nd Se 4 ‘ : 
bgloop a ss ya 


4 


You,won't truly be safe 14 Rod’s Woods unless you'ré at feast 
experience jevel 13. The enemues here are head and shoul, 


The arms that jtave served you so well 
wil) suddenly become woefully inade- 
quate Use your cache of Cons and gold 
to outfit yourself in high (and protective) 


fashion Thoughnot the most expensive, : | en 
8 HOUSE OF 
ihe Crystal (CRF) equipment is the best - +" WOOD-CUTTER 


you'll find here oe 


5 From: Lake a 


° 
> 

-~ 

& 


You won't fere too Well duting your 
encounter with Creeper, but just when 
things are fooking dark, anew, ally walt 
jon the fray Bogi 
is amonster 
hunter by trade, 
and he |! be very 
handy to have 
aroundin the 
days ahead. 


The way to Winder 
Castle will stil be 
blocked after your 
battle with Creeper 
Visit the woodcutter 


PATH TO CASTLE 
MINDER, 


) TENOO POWER 


fen ER GAS 
The ghost of the ancient hero, King J 
Winder, once again inhabits the halls IF) 
of hts castle This noble warrior impris- ‘| 
oned Zakdos over 500 years ago, and the 
demon’s escape has awakened his spint. King 
Winder looks to you to take up his cause, but 
you must first pass his test ff things get rough, 
use the bed tn the servant's quarters to regain 
some HP You can also Teleport back to Riccar 
Castle for a quick fill-up of HP and MP 


King's Order 


THs RA wan budge = 7 \ 

until you find some otf to ; : Hod's Wi 

grease itsrusty hinges. From: f'od's Woods 
ontinue your explo- b f . 


To: Underground Passage 


Once the Shard of Wind is yours, the King’s 
ghost will reappear with 

instructions for the next 

Stage of your journey You 

should be at least level 16 

before you go on 


cere 


f : © s 
re Om A ee 
from {floor 81, grease the | | 


heavy door and speak to the 
oom He'll op 


of oll and returnto 4° * 
htheheavydoor 


-You'il be dogeédattvepy step by foes that are King Winder gongs upa 
not nly resistant to magk, but also well-versed & Bison eer vcr 
In its use. Frost, Anti-Magtc and Bolt will be spell anda few well-placed 


BOA fea ae A. sword thrusts will puta i Vata ea 
Mute’s best offensive choig—__~ bs Ghost Sword onice, but | heeled pert £0 
ce Will q they won't disappear ‘ 

~ completely until you fin- ‘ 
The first thing you'lf find ts a door that’s rusted shut 2 ash your task 
Venture into the basement for some oll, but don’t bother eum Fortunately, you'll get 
exploring beyond the warehouse Open the rusted door 7] FROST takeep the Sword of 
and speak to the spirit He'll degcti- Gnaex TE Wind as a reward for 


vate the needle traps upstairs $0 your vafiant effort! 
you can visit King Winder ThaToyal ‘ 
pein wall send you back fo the 
asement to retrieve the Sword of 
Wind asa test of your prowess. !f 


When you Use the Silver 


‘ Key, the old woman you 4 
pou returriieitithe reese ran into in the forest watl gi 
totieroom: ~<, Suddenly popup Shes 


ét dotakindly granny at ["Serren exer aura J 

F staueet all, but is actually anothr oi HE <7 
of Wind erofZakdos'ssinster J reo, ss ne 
servants Don't let her CHa AS i a 

take the Shard! 


pend 


Breath of Fire I from Capcom might be Hust the thing to fillin the Fane slots 
in your busy summer schedule. As the temperature begins to soar, so will your 
imagination! Kod 


attack 
} angMartow If luck is 
fybuill coilect an, BPerestoring 
t or Ff 
Gas! or 0 fish place 
Ryu ats 
rs 


Man (in reality, your father) 
and Guardeyes at the battle of 
Evrat, then go on to defeat 
Deathevn If you've glready 
completed th chances’ 
are this 1s ines ag you've 
seen Tye the bdst endin, 
noi defeat Hee 


ret 


BREATHE 
EASILY 


As usual, we'll start off this 

month's column with the + 
answers to some of the FAQs : 
we've received, focusing this : 
time on Capcom's Breath of 


of these questions 1p 
issues, but many ofthese situ 
ations fit into Jarger angeitig 
events in we game, and any af 
teadebs have asked for i ' 
podcast wl ba cbr re fcbvesing 
some om: ae But, 
Joey ” 


from Guni 


B2Hunting and fishing can net you 
a: some nutritious bonuses 

and search along the shore of 
a lake or ocean When you 
fish jumping out of the 
water, equip a fishing rod and 
bait Press the Y Button to cast 
your and press the A 
Button to reel tin. The better 
your rod, the better your 


see 


Sparing the rod wan't spail your line 
father It will actually do him alot 


of good! 


here, 1f you haven't alreacly chances ot catching some- 
He and your father will build 7 thing. If you do catch a fishy 
img of the game, go to the a machine that will enable highlight it on your wie 


town of Gate and speak to the _ 
White Dragon, who 1s really | 
your long-lost mother She'll 
aive you the choice of either 
completing your quest and 
destroying Deathevn (after all. 


TownShip to fly Atter that's 
done, confront Deathevn for 
the final showdown q 


screen The compuserwall tell 
you whether, fish #8 good 

all rest 
P). ort it Would be 


- it for e: 


The Casino 


to eat, 


Hunting & Fishing , ote, 


If you're low on cash ce Ra, 


this trouble, why wouldn't f need a quick py up, 

you"), or turning your back | you vias ticular” aT. of 
on the world. If you walk - To huntpilace Bow or Kal y Cvenistust be set i 

away, you'll see the worst ' the had Fi i ‘spr8rdens for ghe cash to bey 
ending To see the average ye Search fj tch vy" 


* bysty a hie! 
eel 


.’ 


ave ydiave not 


ending, defeat both the OIF #* tall grass, Pu 
% 
© sunteno0 power 


ie to, 
BoA 


4 . 
t fig pow : 
you, * 


he, the party * 
caso pany | 


some of in frupt i cami 


f Walk down to find Ray 
e"l! hold back the fload with 


In the well, usa the Control Pad to 
move your cursor onto the mon- 
ters before you attack 


a magical shield while you 
save the villagers As you bat- 
tle to free the villagers, be sure 
to target the monsters that are 
attached to their faces and not 
e villagers themselves After 
rescue operation 1s com- 
|, go back to Niro's Hut, 
Placing Sten at the front of 
your party to cross the gap 
south of Windia Select Nina 
to recetve ether the Cure 2 or 
Renew spell, then return to 


Capitan. Place Ryu at the front 
of your party and talk to Sana 
+ She'll lead you to the house 
shares with Granny Afier 
their house ts accidentally 
burned 


down return fo 


: = oe 

e feow 
» Foul 

gore on 


NaN av to. 


icallyhe 
to. cas 


kind Bow” “then 
‘ Valet carpenter 
ae right house He'll 
“building 2 new house 
t to Niro's Hut This will 
actually be part of the con- 
struction of an entire town, 


which will be christened 
TownShip. Once construction 
of the town 1s complete, the * 
carpenter and his wife will 
start a gambling casino. Use 
your special Tolen currency to 
bet on various games of 
chance: If you win, you'll get 


into these locations al key - 
points during the game If you : 
still can’t get into the places , 


shown on the chart, make 
sure that you're approaching 
during the daytime 


bly because Nina 15 at the 


ff you © 
can’t get into a pit, it’s proba- . 


useful items in retum headl of the party, and her fly- 


from falling 


Recruiting the 
Shamans one 


The Shamans are” Magical 
beings that .can merge ‘with’ 


Tolen canbe used only in the casi 


no and cannot be traded in the 
other shops for goid 


How Do I Get ? 


. place you can Pa 


the Shama 

£ Granrey’ 's House art Tor hi 

Info...2 4 etal suas will pro- 
As you've prgBably foun a “a ia 
So} ent? are“deperdént , 
pon your comple a task" 

© opal esse ge i 
: 


pition, cant ; 


tera 
as oe are 
se Fou" a Ke {pang init j 


155 reat the, 
orld. The ae shows | 
what you need to gearto pet ~ 


Try different combinations and 
test your new abilities in bettle 


Place 
CotLnd 


Conditions for Entry 


Place Katt at the front of your party 
and press the Y Button 

Evra Have the Great Bird 

Gate Have the Great Bird 

Highfort Have the Whale, place Sten at the front 
of your party 

fi 

pe ancipess he Voutton a 

ThysTomd Talk to Tiga at CotLnd first 

enlan Have the Whale 


Visit FarmTown first, place Nina at the 


> Windia Castle 
front of your party 


Shaman 


Sana - Fire Shaman 


Location & Conditions 


InCapitan, in front of the Inn 

after you talk to Ray at TownShip 

In the Witch's Tower after you 

defeat Nimutu 

Inthe SkyTower 

InFarmTown, a mone ina field near 
Rand's mother's house if yau donate a 

total of 2,000 pieces of gold at Namanda 

before you destroy Evrai 

InBando after you destroy Evra, go 

down into the dungeon and enter the first door 

In Infinity {also known as Deathevn's Lerr), 

after all of the gates in the town of Gate 

have been opened, enter the left one 


Seso- Water Shaman 


Spoo- Wind Sheman 
Solo- Earth Shaman 


Seny - Holy Shaman 


Shin- Devil Shaman 


ing ability is preventing you + 


, the mostdusefut for youA sin: 


“is ate) 


duce an effect We've in 


some effective c combination 


(see the next FAQS, but you'll, 


need to 
which 


efiment to st 
binations will 


gle Shaman canmerge with 


only one Character; a pre 
but-up to tworSharpans, 


vnere al 
ie Shamans. ‘ 


biviots Ihe E Bes 


Parly to Have? 


this is one of the questions 
We've discussed before, but * 


i's also the most frequently 
asked question, so here’s the 
answer again, with just a bit 
more detail The party with the 
best mix of physical and mag- 
ical powers 1s composed of 
Ryu, Rand, Katt and Nina li 
you're looking for optimum 


battlefield advantage, arrange . 
your party in the Parallel com- - 


bat formation. As for Shamans, 


* we've found some combina- + 
* tions that will yield interesting ; 
+ results Try merging Rand with # 
Seso and Solo, Katt with Sana, 
and Shin, and Nina with Spoo * 


You may be able to finish the game 
Most quickly with this party 


+ and Seny Ryu will get along 4 
* just fine 


without 
enhancements. Keep in mind 


> that while these characters | 
: will pack the most punch on 

. the battlefield, you must have . 
> other characters in your party 3 
from tme to time ta perform , 


certain tasks or fulfill particular 


ree ae the same characs. : 
fore chart shows i 
# diate vicinity If he’s dancing 


how) lo find —_ : 


further, 


H conditions ta allow you to 


progress further 


The “Onion Guy” 


Many players have been ask- 


Ling oy the Iittle onion-like 


creatur 
tus scr 


‘at the top of the sta- 
i. He’s actually your 
“monster radar." If the crea- 
tupélis sleeping, there are no 
jostile monsters in the imme- 


around, you'll run into a ran- 
dom battle sooner or later 
The more active he ts, the 
more monsters there are 
around He'll come in handy 
In several situations where 


The creature's dancing will indi- 
cate the number and strength of 
nearby enemies: 


you must destroy all the 
Mansters in an area, such as 
when you're rescuing the vil- 
lagers beneath Capitan and 
when you're clearing out the 
infection in Queen Tunlan’s 
bloodstream 


Bo & Karn's 
Island 

If you travel directly south 
from Evrai or north from 
Windia, you'll tind a small 
island) with a single 
dwelling This is where Bo 
and Karn, two adventurers 
from Breath of Fire, live in 
peaceful retirement As far 
as we can tell, there's noth: 
Ing significant to do or dis- 
cover on Bo and Karn’s 
Island, at least that relates 
directly to your quest. It is a 
good place, however, to 
build experience levels 


VOLUME 86 


| THE 
PRINCE 


Now we'll discuss some of ; 
the more complex situations 


in BOF IL, starting with help- 


ing Jean regain his nghtful ; 
place as Prince of SimaFort. 


Most players manage to fol- 
low the chain of clues ai 
events to SimaFort, but that's 


where things really get com- 


plicated, so we'll start from 
that point 


Royal Conspiracy 

When you enter SimaFort, 
Jean will be accused of being 
an imposter and will be 
thrown in jail. Jean's sister, the 


Princess Petape, will then give: 


you Gills to enable you to 
breathe underwater — Exit 
SimaFort and go right and up 
Enter the cave and make your 
way to Jean's cell. After you 
defeat the guard, Jean will tell 
you about his Royal Ring tt 
can help prove that he’s the 


real prince, but he gave it to 2 
the witch, Nimufu Ag i 
with this information, your y 


course is clear 
steps and to 
wie then go ba 


ertiance; Jus lar 
ee the difectives on 
the*signs that ask you to 
your weapons, armor, 


re 
coo etc. At the end of the tunnel, 
you'll find yourself on a huge 
griddle, This is where you'll © 


You li get your weapons and armor 
back when youleave 


© _swrenoo power 


‘S46 make your way to the cata- 


as 
Do 
oe maga 


face Wildcat, the owner, head 
chef and chief bouncer of the 
establishment. This culinary 


creep has 600 HP, but a fow” | 


well-placed S Bodm or 
IceDrgn i bl his 
bacon! Aft battle, walk 


up ang Enter thé ginin: 


he niet let, 
I hoe in 
Follow thésring u 


The Chal lenge 


When you return the ring to 
lean, you'll automatically 
appear before the king Since 
Petape knows her brother ts a 
gourmet chef, she'll propose 


that they hold a cooking, con- © 
test to prove onc for all ¥ 
which one of thé dlaimants is - R 


the true price of th 


0 rustle up some 
ingrediénts fast! You'll need 


F combs below the castle to 


collect the rare insects need- 
ed for Jean’s recipe, and the 
entrance is actually up on the 
roof Take the right staircase 
behind the king's throne to 
Jean's old room Flip the 
switch on the back wall and 
climb the stairs to the roof 
Help the soldier, then go 


iden 
after you 
n't worry Go 


five doorways and defeat 


? the G. Roach After you cap- 
; ture it, retrace your steps to 
* the spot where you fought the 
_ Golden Fly, then take the left 
. path. Go up until you find the 
* Golden Fly 


_ a 
ie 


will unfold automatically, but 


the taste test (not to mention = 


the food!) won't go down as 


j well as you might like In fact, 
* Petape will run off and try to 


low up the castle! From the 


* dining room, go up, walk 
down the stairs and go into + 


the bathroom on the nght Hit 


the switch on the right wall to | 

go down When you stop, go, # 
. through the nght wall to onfer | 
* asecret area Go nighta 


through 


4 The Cooks and 


Walk up through the | 


fents in hand, : 


Standing there The contest ° 


the Thief 
By exposing and trouncing 
the imposter, not only will you 
restore Jean's title, but you'll 
also be able to tie up a loose 
* plot thread that's been dan- 
gling for most of the game 
The King of SimaFort will give 
you anything you want in the 
castle as a reward for your 


ith your business in SimaFort 
= complete, take Patty to Trout. 


? efforts, but the real payoff is in 
: the kitchen. If you visit the 
: soyal chefs, they'll turn over 
_ Patty, the whiny thief who has 
been on the run for stealing 
Trout's treasure With Patty in 
tow, you'll now be able to 
clear Bow's name! 


| MUSIC & 
MEDICINE 


After Bleu and 5) 
you'll enter a 
eve 

being shrunl 
bic size to battle a de 


down to the courtyard We 


talk to the soldier's girlfriend, 
who Is modeling f int- 


ing Go a a 
and gety ey from 
di 


SimaFort Search the woods to 
: find the Wise Tree He'll ask 


d you to go to Tunlan to borrow : 


the Therapy Pillow, which 
will 


help him determine i 


what's killing the forest * 
around Gate. You won't be 


end) Go up the next flight 
Walk left, down, left, up and 
right Go through the top nght 
door Step on the red tele- 
porter pad Walk down and 
take the stairs. Walk left and 
down the stairs Go up ag 
step on the red teleporter 

Go through the center dook 
way and the one beyénd. 


After you we Tunlan, you'll be 


diverted to HighFart. 


able to communicate with 


most of the people in Tunlan, : Walk upland t ait : FoF for prety thougtr, as 
but the man standing by the : _ thetight up through the you wot Tanlany io 
stairs to the left of the Inn will door find the prin, a the Thetapy lowe 

tell you that a Fluleyfrom 3 then fall into itt ang 

HighFort will act ase translae q join Pye ith yowAtiends . “Ailing oe: 

tor, Make »your way to} | q a fou wil new be able tocommu- | 
HighFort withySten in thy VA Long ‘and! >  pi€ate freely with the Tunlan : 
lead-“When fou afrive, yot'll i Winding Ro b rltizenry Talk to everyone in # 
find th Sten usedrto be. the’ of Now, walky ‘Spthroughethe : town to learn about Gedd : 
% chief oft shEort castleWith + doat, thep-tihe the-tbp door : Place either Katt or Nina at ; 
ae re ton Stowwll Jesixe | to epte’ the . Go left all the head of the party andhead 


ty Enter the, castle and pte Wwayplip all the way, right 
eh to Shupukayl Instedel ef all-the way, down, right all 
J ding. A polite weltome, the way, down, left, down, 
© || literally pylf the rugedt 3 E left, down, right, down, left, 
¥ from under you! * up, left, down and nght Now 


\On Your Own 
The scene will shift to Sten, 
alone somewhere in the cas- 


tle Your mission now 1s to - 
regroup with your compan- : 


ions Make your way up and 


confront Trubo After you ; 
defeat him twice, you'll find 
yourself at the bottom of a | 
tqwer. Trubo will enter the * 
tower and send you off in the 


take the first path going up, 
: then go nght, up, left, down, 
: left and up the stairs to the 
. next level. Walk up all the 
way, tight all the way, down, 
night, down all the way and 
- left all the way Take the first 
path up, then go nght, down, 
night all the way, up, left, 
down, left, up, left and up the 
stairs. Walk up and step on 
the top teleporter pad. 


oppasite direction Go left © 


aegass a bridge, up across a 
Jitidge and enter the door Go 


"up the stairs, then left and up } 


through the door, Go night, 


Sten will have ta take on Trubo all 
by his lonesame 


Portal & Shupukay 
Walk up to find the creature 
known as Portal You should 
"be at least level 27 to beat 
down his doors After the bat- 
tle 1s Over, go up through the 
door and up the stairs. Walk 
left and up the stairs. Go 


down, right and up the next } 
two flights of stairs. Go up and 
take the stairs on the right. Go. i 
up the next flight Go up and i 
take the second staircase from : 
the right (not the one on the * 


: against him are your,Sireball/ 
f and IceDran 
: Shupukay 
: princess: 
3, Flute in 


is Once 
no more, the 
ill give yout 


consdquence of Vagjous 
catastrophes wei 
youl never ble Jo 


For aeein. There 


TheQueen will give you the pillow, 
; butonly:f youhelpher first 


+ for Mushroom Island, which 


Is north of Hometown. Bring 


’ Gedd to Tunlan and speak to 


: the Queen 
: give you the Therapy Pillow, 


down, right, up and up the , 


stairs Walk left and up the 
stars Go up the right stair 
case Walk down, left and up 
. the stairs to reach the princess 
+ and Shupukay Your best bets 


She'll agree to 


but you must first cure her ill- 
ness Gedd 1s confident he 
can help, but you must go 


gather ingredients 


Mushroom 
Medicine 
Back on Mushroom tsland, 


go down through two caves 


ight and down through the 


sp Poor Walk to the nght until 
you reach another cave. Go 
? on in. Walk up and left along, 


ors ay she topland down through the 


“door, G& up the mountain 


oe 


the right Pick the 
moon the far right 
automatically appear 
ick in Gedd's chamber 
BGpen the chest to get the 


; Mirror, then return to Tunlan 


Incredible Voyage 

Instead of brewing up a tonic 
to give to the Queen, Gedd 
whips up a potion for you 
His concoction shrinks you 
down to microscopic size so 
you can enter the Queen's 
body and clean out the dis- 
ease yourselves! You must 
defeat all of the microbes in 
each section of her body Use 
the monster radar to alert you 
to any nearby bacteria Keep 
on fighting until Gedd tells 
you that everything 1s "per- 
fect" Use the Mirror to exit 


1 hci pinoster rasa wil help you 
back to Mushroom Island to | “°*P Taek of your progress 


: the Queen's body. lf you 


leave and come back, you 


: won't have to defeat all of the 
* microbes over again, just the 
> ones left over from the previ- 
Gedd’s assistant will tell you f 
to look for a specific mush- , 
room. From Gedd’s chamber, t 


ous visit. Once the Queen 1s 
cured, you'll be transported 
out of her body automatically 


: You can now get the Therapy 

Place Sten at the front of the 
; party and walk to the left . 
: three times. Go up and enter - 
] the cave Go up, right, up, - 


Pillow from the Tunlan trea- 
sury and hightail it back to 
the Wise Tree, just in time to. 
tackle the next crisis! 
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JAON 


= 


MANOWAR 


A dimensional gate- 
way has opened 
between two 
worlds, uniting 
Mistress Crescendo 
and Baron Zemo in 
@ common, heinous 
cause: the total 
domination of both 
their universes. it 
will take the com- 
bined armored 
might of fran Man 
and X-O0 Manowar 
to shatter their 
dreams of conquest 
and restore the 
dimensional barrier. 
The fate of two 
universes hangs in 
the balance! 


Acclaim has med up with 
Valiani comics 
X-O Man 


hard-hitting ste 


» bring 


zame and 

mark the ftrst: meeting 

metallic men-at-arm: 
they come together, the 
sparks fly! The 


levels of 


armored 

action and three level 
ficulty = While 
s little to 

guish tron Man and X. 

O visually, their uniqe 


Zame play 


powers add spice to the 


alse laum s first 

r Game Boy 

arena, the farmat tc 
its utmost. The I 


renc 


beauttt 


dard palette 
we've seen 


Tony Stark Millionaire industrialist and inventor of the awe- 
some Iron Man armor Aric of Dacia. A man thrust out of his 
own time and master of the alien X-O Manowar suit. 

ney're two af the most powerful heroes in either universe, 


FLIGHT MODE 


Bath sets 


of armor are equipped with propulsion systems 
that enable the wearer to fly Press the A Button to jump, 
then press Up on the Control Pad to activate your boot jets 


An energy gauge on the 
ett of the screen 
Indicates how much 
| 
aa —ir 
WEAPON SYSTEMS 
on Mans chief weapons are electromagnetic repulsor 


is, while the X O armor (what Ane refers to as his 
good skin”) packs twin son cannons. Press ¥ to fire single 


blasts, hold ¥ for sustained bursts and press Up or Down 
while tiring to angle your shots If you tke to get up close 
and personal, you can pick up and throw objects or ene- 
mies by si next tu them and pressing 


pane then the ¥ Button You can also exe~ 
cute secondary attacks (a high kick for Iron Hoy 


Mar slash with an energy 


id an overhe 


find spare energy 
the bigger the bovet. 


SMALL 
HEALTH 


and their abiliues are yours to command You can select 
either character at the beginning of each level, and depend=._ 
ing on the obstacles you encounter, your choice may help 2 
or hinder your progress. y 


flight time you have left. You can usethé Control Padto 
in most any direction, but pressing straight Down will deac- 
tivate your jets and cause you to iali, The jets will also shut 
off automatically when you run out of energy, 

y but it will take just a few sccands to recharge 

your solar cells for another flighi 5 


The energy geuge et the top lett comer 
of the screen monitors your ermare 
integrity. If it reeches zero, your ermor 
s end breek open sterege 
serves. The lerger the energy cell, 


Wsror Terr rR 
DRRLGIT; ELIMINATE ALL HOSTHE 
ES, 


Sriper 

PPIDER ALIEN 

FELLOW JACKET 
CKOUT 


il fs, be 


— 


LEVEL ONE: SECURE EXTERIOR 
‘ak ee 


¥ secure the perimeter around fab complex, The 
athways are cramm A but your super- 
will make short wor l tom yourself to your 
e while in flight, 

oldiers will offer 

you and drain 


LEVEL TWO: PROCEED WITH CAUTION 


Yellow Jacket and Blackout have broken through to the 

vault and are trying to crack its computer lock codes E ind service ¢ h th c juo, battlin 
they've been unable to retrieve the drill bit as yet, they'v F CLT Ity ats thi y Press U activ 
managed to turn the main security systems against you You'll 


SECURITY : 
CAMERAS al Yellow Jacket can shrink to the size 


J : f f har namasake, but she maat 

Deatroying the security cameras will a oe 

maa the going aosiar. Me you don, fevert to normal size ta fire 
fellow Jackat and Blackout wil 

track yoar prograsa and aand aut = 4\4 sown ecole tosscae 

reinforcements. Onca yoa reach tha vaalt, . Fiala acomulaar ec wiblette 

Yellow Jackat will delay you whila ‘ taka bat Ghee 

Biackoat aacapea with thaw prize, J 


F tl c yt with all 


his level ur c 


LEVEL THREE: STOP THI 


tgs to worry about 


i? BREAKAWAY FLOORS 
) \ Blackout is gone, but he’s left you with ono last, parting shat. 
Some sections of floor on this love! have been rigged ta collapse 
under the weight of yeur armor. The fall won't burt you, but you 
may find yourself dropping inte the waiting arms and legs of a 
“ squad ef alien antagonists. You can usually outrun a collapsi 
fl irly easily, and you can alse activate your beot jets while in 


mid-air by pressing Up on the Central Pad. Then we'll ee just whe 
bas the drop on whom! 


City STREETS AND SUBWAY 
LESYSTENMS HAVE BEEN EVACUATED! 


a= a. (ses, only to take up residence al INTELLIGENCE CONFIRMS 
ic controls) and most of Manhattan! Do the villains 
1 aria just audiversion to kee)» you trom pur- 
eres Ro time to figure it out as alrens run 
oj New York's citizens is paramount! 


SKY RAIDERS 


LEA THE eRe TS You can run up ar down the fire escapes, butit’s mach 


more efficient for you to jump or use yeur heot jets to reach 
Faced with the chorce at protect the high ground. Once en the rooftops, you'll run afoul af 
. . Mistress Crascendo’s personal guards. They're crack 
ing a villam, you'll realize that thi pan si. shots, and their anti-gravity platforms gi 
Your t task 15 to clear out ns at street level ar long advantage the rest of your foes don't have 
eS epee -* hg back from the roofs or 
RS ANSE J take the fight te them. 


3 ! 


GLASS u = LEVEL TWO: TRAIN RIDE 


Alion treops have taken Your efforts to dean out the alien infestation will be hampered by 
in the buildings: power oulages, jammed emergency doors and sparking, live-wire 
poweriul enough to overload your 
alefensive force-fields. To reach the 
exe deine If Pac 2 a 
ea caailicnely, , Wolf Pack €ommander in the lead 
They'll come crash- : fp ar, you'll have to alternate 
ing through with lit- “ Sbetween travel- 
Ue warning, se : 3 z | i 
6 for am ing along the 
inside and out 
ide of the train. 


IRON MAN X-O MANOWAR IN HEAVY METAL 


VEL THREE: ENTER ORB ; 


most of the € 


V te jemy troops robted, it's time to scope out the sit 
uation at Orb Indi 


lustries. You'll ther maze of corndors and 
elevators crawlir th storm troopers, air mines and security 
rok You can chart your course on the map below The darker 
f 0 i aiar shaft starts and stops, There are 

but the rank and file ugltes will 


SURPRISE ATTACK 


The chiens will posi to act pore Gute) 
counterparte, clinging to walls and skittering along 
the valnge. They fie back in the ehadows, then leap 
down as they become visible on acreen. They'll aleo 
heve developed some resisteace to your weapons, so 
you'll prabebly be batter off fighting in close quarters. 
‘Try te move in cleee and throw them at eech other. You 
may toke ¢ bit or two, but you'll oftee fare worse if 
you try to trade laser fire with thera. 


OY) WI 
Y EYES 


Like Stark Enterprises, Orb Industries 
is equipped with automated defanse 
systems that have beon turned te 

[ rp 


st infiltrators flee the Orb complex, you'll learn that Mistress Crescendo 
as at the head of the strike force. The skies will fill with rasders and gun- 
your energy weapons to cleave fT 
nemy fighters You can't line up 
ards the top af the screen, sa 
from below You can dodge the gun- 


With her psycho-kinetic powers, 

Mistress Crescendo ts capable of 

reversing all of your armor's 

control systems. When the 

screen colors reverse, so 

will your controller func- 

tions! Pressing Up will 
make you crouch, pressing A will fire your weapons, pressing ¥ 
will make you jump and so on. Re-orient yourself as best you 

| can, dodge her shots and keep firing. 


Gilsslon Oesectives 
Feo arm og cune THe Vernnewurs 
at DRA LeeT ELRANGTE MOCY AEH PLE 
CES. 


all you can get out of her StarkSat sensors detect a vibramum sig- 
yards a remote volcano, as well as increased industrial actwity in the 
why the villains want the drill bit, but you've got a distinct feeling 


This is where the game really gets challengir 
will be augmented by Dromak cyborgs and Armorine mercenaries, and they'll come 


of the underbrush with no warning Floating mines and airborne raiders are just two of the ne r ABs t 
obstacles you'll encounter as you soar over the treetops a + wy i sy 5 


GAP JUMP 


Scores of enamios are 


Weapans range. Yeu can 
pick them off one by ene er 
blast on by. 


ae 


LEVEL TWO: HELICOPTER GUNSHIP 


\s you close in on your objective, the enemy will call in the big guns. f 
us gunship is more heavily armored than the ones you've faced before ' SOLER: 
id it's ready 10 roc k your world with dual racks of heat-seeking may aie oA 

rem Approach from below to stay out of its line of fire. 


You isors show the vibranium trail leading into the caves beneath the volcano. 
This is one level where X-O's ability to hit overhead targets will come in handy. 
Expect hordes of enemies, laser gun emplacements and collapsing floors. 


again, the X-O armor will serve you better in this situation. ig 

nso, the water pressure will slow your teactions and decrease & 
4 your boot jets! efficiency Be especially wary of the floating mines ‘= 
and try to take them out at a distance. ff they lock onto you, they'll 

just keep coming! 


1 a = 
The Dromak Gladiator's armor rivals your own, but your boot 
Jets will give you a key tactical advantage. His staff can ze 


deilect your bolts, so fly above him to draw his fire, then drop 
dawn behind hint and cut loose Dodge the boutders that rain down and shoot 


’ him when the platforms collapse 


LEVEL ONE: | 
| THE COSMIC CUBE » 


= 
Zemo 1s now holed up with his remaining alhesey a 
Blackout and Amim Zola, at a castle constructe 
over the dig site You'll have to wade through 
cadre of alten assassins and genetically engineered: 


New intelligence reports reveal the true 
f Zemo and Crescendo's plot: to 

to uncover the Cosmic 
terrestrial artifact Like 
nies of legend, the Cube can grant 

n h and give its user god-hke power! 


. The final stages of the game will take you deep 
WwW H AT Ss within the villains’ stronghold in a race to retrieve 


L ‘= ET r the Cosmic Cube before they can, The greatest 
dangers still lay before you, not the least of which 


is Baron Zemo himself! 


HOW DO | REACH THE GREEN 
ARROW IN LEVEL 3-2? 


euncy bones and a= spri 


sponge plant make it tou 
teach the Green Arrow in Level 3- 
on the right stde of the ledge 


2 the arrow and tap right on your 


Control Pad until you fall As you tum: 
ale, you'll pass through the bones on the 
left wall and land next to the sponge 
plant Walk past the plant to the Gr 
Arrow If you jump past the plant, you'll 
bounce all the way back up the hole 


n 


1e spinning Yellow Arrow in Level 
5-1 1s easy to spot but difficult to 
reach Drop down the slide and 
fall to the left After you land you'll find a 
path that slopes down and to the 


{f you want to hut this Yellow Arrow, you must 
drop through the holein middle of the slide. 


@ NINTENDD POWER 


he 


Mare Doyal 


Springy bones and a sponge plant keep the 
monsters from getting to the bottom of this 
hole and the Green Arrowin Level 3-2. 


nd scoot dawn the two slides. 
teach the bottom, run to the 


up along the steep slope 


ind springs in the 
At the top you'll tind a platform 


Run to the left and bounce off the tires and 
Springs to reach the top of the steep slope 


Tap right on theControl Pad until you fall off the 
edge and down the hole As you fall, youll barely 
miss the bones lining the left wall of the hole 


2 


Ride up the pl. alk to the right 
toa brown slide If you don't touch any 
button after you start to slide down, you'l 


fall through a hole in slide and reach 


u ne 
As you start to slide, don t touch any button 
the Control Pad so you'll fail through the hole 


/ HOW DO | ENTER THE SHRINE 
OF VENGEANCE 


ou can‘t cross the broken floor at 
the entrance to the Shrine of 


Vengeance, but you can enter 
the ruins through a secret underwater 
entrance When you return Dr Kirmo's 
plans to him tn fis tab in Portravia, your 
ship will be converted into a submarine 
Sail back to the Shrine of Vengeance and 


submerge over the dark spot in the water 


AAR VEet ofulbes aheineocvauill t The Shrine of Vengeance near Barmanis falling You II find an underwater cavern inked to the 
southwest of the shrine u'll find the apart You cant walk across the broken floor shrine after you have the submarine 


real shrine entrance there 


WMV ou can find a Dragon Egg here if wali on the Third Floor of the Divine ot spikes on the floor will drap When you 
you play five musical tiles in an Shrine Inside you Il find a room with five play the notes in th it order, all the 
ascending order from lowest to musical ttes The tle in the middle 3s thi spikes wi sappear Walk up to. the 

highest note Use a bomb on the cracked lowest note When your step or + TOW chest and claim vour Dragon Epe 


Find the hidden room with the musical tiles by Step on the tiles from the jowest to the hight Once the spikes are lowered, fight the monster 
bombing the cracked wall on the third floor. est note to drop the rows of spikes on the floor and walk to the chest to claim the Oragon Egg 


1) 


muddle butte 


y magic spell locks the door in the buttons at the top of the raam. Instead of ton Place a crate on the 


tight chamber on the first floor of placing the remaining crate on the last then pick up the remaining crate and 


- the North Lighthouse You can button, place it in front of the door This mov over the dark tile that was 
break the spell by covering the tle with holds the portal open while you remove surrounded by spikes The spell wi 
one of three crates. Place a crate on both one of the crates from the right or left hut sroken su yOu can enter the mum 


Pr 1 the top of Now place a crate mn front of the door to hold Place one of the crates on the center button, 


door the portal open Youre halfway there then move the other crate over the dark tle 


volune 8s @ 


) FARTHBOUND 


WHY CAN'T I STAY AT THE 
MOONSIDE INN? 


du can stay at the Moonside Ir 
but you need to know how to 
communicate with the natives 
Everything in Moonside 1s the oppost 
of Ihe olher areas in the game, inclu¢ 
the meaning of any conversations you 
hav th the inh its "Yes" means 
“No! and "No" means "Yes "So whenev 


er you want to stay at the Moonside inr 
st say "No" to your host 


Moonside Inn but When you re asked if you want to stay at the 
k like a native Moonside Inn, just say No“ Havea good rest! 


rman Deluxe the der in ot arr 1a8 a PSI Shield coating Use your use a PSI ability, use Lifeup to heal your 

tk onehenge Base Ness and the y yons instead J Mult! Bottle ty members Finally, don't waste your 

ue fun into problems fighting th R C Starry Delt } 1 cI he Starr that assist 

bucket of bolts whenever they use a PSt. 1500 poin our party leader They will disappear once 
attack. This 1s bee ause Starman Delus shold average at leas It Pau you crash Starman Deluxe's circuit 


Starman Deluxe has a pr r Mult| Bottle Rockets work best against 
reflects any PSI attack back on your party Starman Deluxe Buy a few before your battle 


id 1s never wrong about your han nut betore t sty Dad Each n OU your ATM account Suppose yau took $15 

ialance, he simply tells you hov defea nemy money 16 placed in you trom the ATM. Then your account balance 

much money you made since you ATM acco You don't have to tell Dac we € $20 If you called Dad on the 
last spoke him Sull, some aspiring to add the maney Fo ple, if you hac phane, he would say, 'I've added $10 tc 
financial wizards became condu out lance of § ar ou defeated ar your account since ast talked Yuu 
lhetr bottam line when they tak joney ner th$ u waule NY n lai should now be $20. 


emy Dad automate Dad tetls you how much money he 


's the money in your ATM account account, the you your ATM bi 


If you remove money fram your ATM account 
before calling Dad, you might think he s wrang 


(80) NINTENDD POWER 


Juow DO | CHANGE MY WEAPON? 


ou need to earn ten points before 
you can change your weapon 
You receive one point for every 


enemy you defeat After picking up ten 
points, pause the game and press twice 


he earns ten points by defeating enemies 


1? | ~~ HOW_DO 1 MAKE AN EXTRA LONG J 


o make extra long or high jumps, 
T you'll need to tap the A Button 

rather than simply pushing it 
down The fength of your jump 1s con- 
trolled by your jet pack Your jet pack 
has a limited amount of energy, which is 
indicated in the energy gauge By using 
controlled bursts of energy, Daffy can jet 
across extra long gaps. These long feaps 
are easier to master if you have the Super 
Game Boy and a turbo controller. 


on the Control Pad in one of four direc- 
tions Up gives you the Laser Gun, Down 
arms you with the Big Bullet Gun, Lett 
equips the Bouncing Gun and Right gives 
you the Rapid Fie Gun Press the Select 


You can jump extra high or cross long gaps if you 
tap the A Button rapidly You must master this 
technique to make it to the end of the game 


Martin Doyal _ 


Button if you want to keep your orginal 
weapon or hit the B Button twice to 
restore all health Any time you 
enter zame, Daffy has 
his orginal weapon back in his arsenal 


anew a 


esas las) 


While all weapons can dispatch enemies, most 
players think the Big Bullet Gun works the best. 


MP? i 


The jet pack has limited pressure, so youneed 
to watch your gauge As your fuel pressure 
drops, look for platforms or rocks toland on 


OR A FAST FACTS 2... 


BREATH OF FIRE II 


Q: Whats the highest possible character 
fevel? 
AD 99 


Q: ts there @ special reason that the Dragon 


Gem changes color on the text screen? 
AS No, but its fun to watch 


Q: Whatis¢ Tolen? 
As A Tolenis especial coinusedin casinos 
Sounds alot like a"token,’ doesn't it? 


KEN GRIFFEY JR.'S 
WINNING RUN 


Q: Who's the best hitter in the Home Run 
Derby? 


AS Griffey (who else?) 


Cant trade Griffey? 


A: Nope Hes the only player in tha game 


you cannot trade. 


Q: Which teams are the bestin the game? 


As The Braves, Reds, Indians and Manners. 


CENTIPEDE/MILLIPEDE 


Q: Whenwill | get anextre life? 

AS You get an extra life every 12,000 
paints in Centipede and every 10,000 
points in Millipede. 


> Can play a two-player simulteneous: 
Centpedematch? 

‘Yes, but you can't doit you're using 
the Super Game Boy edapter Youneed 
two Game Boys linked together with 
Game Link Cable and two 
Centipede/Millipede game Paks, 
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When all ode lore 
re) place . to. Croyle 
=} Be Ces eV) resis ee PN Cea RO 


Pv 


«ls 
Bet any 


vi 


Ae reer eae phoje ty thr) Veit 
Wow! PASM UO aren G Fh 


Ws 
anise ay tune: We sXelalizev igh pedter i 

He was evo an aonine ety, 

Mortal Keenbat Triugy (b> 1895 Mioway Manuiacyiing 06 Al Rights Reserved Mertal 

Kombal, The Dragon Logo and the character panes ava tradamparke of Midwey 


‘Manufacturing Go disinbuted Under Soanse by Wilkemis Exiecaimant inc Willams @ ts 3 
Fepstered trademark of Wilame Ebcaranics Gams, Ing, 


Hi deu bawean Wek for a new Morta 
honda Wietletnitive fighter from 
Willati= Enertainment will be 

availatte only on the Nintendo 

64, probably as one of the first » 
N64 games available this fall. Is 
this too much MK? That's a fair 
question with  Ulumate 
Moral Kombat 3 alsa being 


released this fali for the Super sound, and excel fighting roles. Expect three unnamed 
NES, but MKT has one thing lent options such fighters plus an undisclosed number 
going for i over all the ather as custom con- of special characters, You'll find at 
versions t's the best Mortal troller configura- Jeast 27 enhanced backgrounds, 
Kombat Trilogy has the ons for the N64. new fatalities and babalities, at least 


best of the old and the 
best of the new inthe ongoing 
MK senes, Players will feast 
on a huge lineup of oppo- | 
nents, including all the 
characters from Mortal 
Kombat It and Ulumate 

Mortal Kombat 3 i 


One player will bat- 70 new Kornbat Kodes, more aggres- 
"le through four sive game play strategies, eight 


towers of chal- megabits of sound including new a : 
lenge in the voices with no cut off and the best 
Tournament made graphics of any 
and two players Mortal Kombat 
ds 
can square off with game for erther ‘ 
one fighter each or the home or " 
two characters in j 


the four fighter 
mode To recap, 
this humengaus tournament fighter 
will have at least 29 favorite kom- 
batants, and characters such as Rain 
and Noob Satbat, who now have 


Hicklen charagters and several new 
characters will make appearances, 
a, well, but Willams tsa’t saying 
who the néw yicteins will be just yet 
Expect Hew maves, new back- 
grounds, a garne engme built on the 
Ultimate Mortal Kombat 3 model 
and better graphics than the arcade 
version of UMK3 If that’s not 
enough to sansfy your ich, MIT will 
have new Kombat Kodes, stereo 


fa ee ie 


— 


penalty for players who contintous- 
ly black ‘It you keep blocking the 
aggressors Power meter builds up 
even taster In this amie, you Il have 
fa ottick” There’s talk about 
chunpes to the combo system, tao, 
but 90% of the combat system 
should be tamiliar to players As tor 
hew muves, a couple of the favarite 
néw fataliies demonstrated at E3 
ine luded 
Scorpign’s 


giaei fiery Maid afihSWieZera ce 
spike. Spediitiy at gol stuff, don’t 
be surprised to find Kombat Kodes 
that allow you to tweak all sorts of 
stuff in the game, Including how the 
aggressor mode and combo systems. 
work As tor hidden characters 
Williams 1s playing it close to the 
chest One thing they diel mention, 
however, was a new character who 
takes special advantage of the graph- 
i¢s capabilities of the N64 When it 
is complete (and new elements are 
going into the game every day), it 
seems that Mortal Kombat Trilogy 
will be all that its creators In Chicago 
and San Diego haped at could be: [t 
will he the definitive 
MK The biggest. The 
best. The only MK fit for 

the Nintendo 64 . 


Sub-Zero 
Human Smoke 
Noob Saibot 


AUPSTEAAV PZ LING CEREBRVUMS 
DEEN Re EELOOSE AGAIN! 
+ 7 


r | 


4 © 1982 Titus 


Do you like to test your 
wits ond hove o good 
guffaw ot the same 
time? Then brace 
yourself for o Broinie 
invosion. These roly- 
poly rotiacinotors 
hove escaped their 
holding coge ot Euro 
developer Titus ond 
leoped across the Big 
Pond. They won’t rest 
until they've conquered 
the Colonies! 


deceptively simple challenges, Titus soon pulls out ali the 
stops You'll have to finagle your way arourd, over 
and through barriers, bombs, warp tiles, 


off rooms, bumpers and |) ie 
resting in a self-contained , arrows, Conquering ‘ 0) 
maze The object 1s to roll 


c : i ts challenges will require some 
f 3 3 Ae serious brainpower “The 
nothing so much as a day-glo graphics aren t EXably state 


each Brainie, which resembles 

marshmallow with an attitude, to tts of the art, Hut i campul: 
home tile of the same color. Ah, but that puzzle-playit is up jyour 
bald description is a bit like saying the alley, invitee Bidaities jit for 
object of football 1s to push harder than the awsit They Tay: $000 takes Ca 
other guys. Lulling you at first with a series of your house! 


Titus really challenges the ol” 
gray matter with this classi¢ 
puzzler Each round starts f 


with one or more Brainies 


@) inTenoo Power 


eecvene 


t, —s ~ . 
ee SAIN BRie-/ 


With Brainies 
momen 


est your thufr 


u study the 


your Brainie’s way can help or hinder the trip home. A 


Brainie will bounce off a rour 


propels a Braime in the way the arrow 1s pointing A 


Brainie comes to < 


> 

q 
Locks halt all Brainies excapt 
those of the same calor, which: 
eliminate them. Somatimes you 
don't want to remove alock 


>» 


Roll aBrainie across a 

warp tile of the same 

colar andit will shoot out 

of a warp tle elsewhara on 
the board The direction from 
which you enter a warp deter- 
mimes your exit direction 


@ 


You can keap playing if a 


Brainie rolls over abombofthe 
‘same color, but thare’s no way 


you can win that round. 


Unless you're the add sort of game player who lives for 
the thrill of seeing the words “Game Over,” give a 


q 


e@eeece 
Block a warp tile with adiffer- 
ent-colored Brainie In the 
screen shats belaw, ared 

e Braimemaves toablue warp 
tile, A blue Brame can then 
roll across the other blue 
‘warp tile withimpunity 


BRAINIES @ 


FT % t 
3 ‘BRAG. 
s far a few 
y Of the land. Objects in line through it. To get into sealed rooms, y 


if the elusive w 


each course successfully in the time 


lo use one P ties. Beside 


arTOW 


SN wianis 


per, while an flowed, y 


want to rack up as many points as possible. 


rest against an orange bumper with 


>» 
uw ¢ “ 
’ Hearts don taffect gama 
play, but they do give you 
ints You also gem paints 
y finishing around arly 
» ¢ ~ 
ABramia can shield — 
4 itself from bomb blasts 
by grabbing ajoker first. 
5B i ‘ 
¢ » 
Help yourself to a pleteful of saconds by 
rolling acrass aclack The precisa amount 
of time gained veries fram clock to clock ees 
Ae SIS 
Edel a? 
little thought to strategy before pushing your Braimies 
around the landscape. Here are a few of the moves 
you'll find yourseif using again and again. ™ 
¢ + 
Sevceeeevesreoeve, 
3 Run aeross an arrow and it will shove 
@ youn the direction its painting Be - 
e careful, though. Becausa you don't 
@ have any choice wher rope intaan 
@ arrow, you could find yourself going 
@ around and around and around and 
: a 
e 
1 @ & 
ide Nee 
_ BAGS: 
AMICI FARE 7 
° Te = 
eeoce ielaletetete | 
Bramies gnnd to ahalt whan they bump | 
against a fellow Braia In some stages, om 6 
you'll have to build columns of one or ,&™ 
more Braimes in order to gat another a 
Brainie just where you want it. 
& Porm > 
YAP LA 


VOLUME 96 (07) 


mame“ SDF TRAT N 


The game guys at 
Titus brainstormed many a long night away while 
on Brainies. The result: 100 rounds of head-scratching fun! > at ed protection every 
They've also inseried video of assorted Brainte hijinks, such fifth round are detailed strategies for five rounds 

as discovering a gusher of water in the desert oS —_ 


Don’ T SPRATN 
ye BRAIN, MAN 


There's more than one way to senda bunch of Brainies 
home One of the quckest weys to finish this section 
requires you to pile on the Brainies First, roll the red 
Brainie down and night toits warp tile Now when you 
scoot the blue Brainie right, rt will come to rest onits 
home tile Roll the yeliow Braime left end down, then zip 
the green Brainie up, left and down pan toitshome tle 
Roll the red Braime right, up, left and down untitit 
hes beside the green Breine Roll the yellow Brainie 
to the upper nght-hend comer Roll the red Brainie 
and then the yellow Braime home Pause te recep 
if you need to take 
stock of your situ- 
ation butnote 
that pausing the 
ame renders all 
rainies invisible. 


Kim BRATNIE AT_NIZUT. 
A oa orlet® 


Courses with lots of arrows may look easy, but 
if you're not careful you might find yoursel 
Caught na perpetual round of ping-pong Avoid 
that trap by rolling the red Brainie up, not right or 
leftinto an arrow First, though, scoot the 
rear Brame left end down untilit bumps 
against the red Brame, then nudge it home 
Roll the red Bremie up to the warp tie, then 
teft endup to the arrow that will sendit home 
Now roll the yellow Brainie on the right up to 
stshome tile Roll the remamnmg yellow Branie 
down andieft tortshome tile. 


> = 
V7e\Blocv. TWAT BRANIE 
y . Roll the green Braine along the arrow path tocover the 
| blue bomb Now roll the blue Brame toa rest on the green 
Brainie’s nght, then warp the green Braime Roll the blue 
Brainehome, Unlack the yellow lock and warp the yellow 
Brainie Now roll the green Brame down and left Grab the 
clock with the red Brame, then warp and roll ituntil it rests 
on top of the yellow warp tile Now you canroll the yellow 
Brainie harmlessly across the other warp te and 
send both the green and red Brainieshome 


ares A] 


two yellow locks Now roll the 
owed by thegreen Brainie You ‘ 
yellow Braine out of the 
iy ncownell 
ni te) 


Ip and right un as 
nmove the other yellow 
ue, red, green and yellow 
heir home tiles, in that order You will 
have to warp the red Brainie. 


and: i 
Stages yat, Fi luo lock by 
Eontinueup 
‘yellow home tile, then 
scoot the red Bramnie to upg ete recurred via 
the red warp tile. Warp the y Brain to cover thered warp tile 
at the bottom Now youcanharmlessly roll the red Brainie over the 
other red warp tiie and down. Move the green Brainie down one 
block, then send the yellow Brainie to the upper right-hend corner 
. end down to unlock the yellow lock Roll the green Brainie up, left, 
~~ downand left, then warpit home Using the arrow, move 
tha yellow Braine to the spot formerly occupted by the green Brame 
Roll tharedBrainie right, down, right, up, right, up, and right to the 
ne right-hand corner. ion that Brame rolling until it reaches home 
love the yellow Bramie up, left, down, left, down, night and Up untulit 
fests beside the blue Brame Roll the blue Brainie clockwise until tt 
reaches home, then send the vy 
W yellow Brame home 


FOR WEEKS YOU'VE BEEN 
SQUASHING BADDIES, 
SCROUUNGING POWER-UPS AND 
SLAPPING THE RESET BUTTON. 
BUT NO MATTER WHAT YOU 
TRY, THE BIG BADDIE AT THE 
END ALWAYS TAKES YOU OUT. 
WHAT YOU NEED I§ AN INSIDE 
EDGE, TIPS TO GET YOU 


THROUGH AND OVER THE TOP. EARiHWwoORM 


THAT'S WHY NINTENDO POWER 
IS SHOWING YOU HOW TO... 


@ swrevoo rower - 


Ve 
<0 


y 


Ji 2 


aay we xe 
weraveus © 


JIMS MAD DASH to 
THE UDDER END 


Stage 12, “See Jim Run. Run Jim Run” is the last 
level in Earthworm Jim 2. Jim must beat Psycrow 
in a wild race te reach Princess What's-Her- 


~ Name. Psycrow has a few dirty tricks up his 


feathers and, unlike previous levels, Stage 12 
does not include lucky breaks like Continue Icons 
or Password Flags. if Jim doesn’t win the race, 
he'll be fried to crispy worm bacon. 


if Psycrow has the 
lead, he’ll dro ben? 
in dim’s path. 
Peycrow to See, 
him down end warm- 


Clearing this long 


over to the greee 
pletformie the 
Fight corner. 


Saott's ro) 
telent harayou 
Ea the gaps on 


] Thieleapis the 
toughest ie the 
stage. If Snostt’s 
sticky grip elips, 
use his pares 

end try to glide 
right end catch 


je. 


if you collect 
enough Turbo 
Power ltems end 
eeil pe age with 


, Sinold hi ey no 
“4 problem crossing 
the finish line first. 


BEAT THE BOSS 


SPIRITVAL AW/AKENINGS 
Zakelua’s Spirit is a large stone warrior you encounter at the end of Level 11, Zakelua 
has four different attacks: he throws firebails, causes earthquakes, pulls you toward him 
) and slams you on the ground, or breaks apart and aitacks you in pieces. Formulate your 
oa ats rer . winning game plan by taking the defensive measures listed below. 


—- z 

IDLING EYEDoL 
— Eyedol is the last warrior you 
encounter while battling through 
the stages in the oneplayer mode, 
You won't have a tough time if 
you keep your combos limited to 
four or five hits. Sabrewulf is 
used as an example in the photos 
below, but you can apply these 
killer strategies against Eyedol 
using any of the nine other char- 
acters in the game. 


SIN UIdNS 


Zakelua dreps 008 
knee just before 
ihe launches @ 
etone fist. Avoid 


When your efone 
inventory dips below 
ten, one finel bag of 
rocke falle from the 
ceiling. Pick it up and 
repleniek your arsenal. 


Eyedal is powerfel but he 
cao't move very fat. Keep 
your dietance and use a 
dash etteck te open your 


Are yoe fealing ell Super and Hyper combos. 


ebook up by Zokelua’s 
seeks attack? 

aapig an het 
before the warior 
apirit puts his 


foot down. tt yee limit your combo 


} movee te foar or five 
hite, Eyedol usually 
can't react faet enougk 
toeee a combo kreak- 
er and counterattack. 
Stand oe the far right 
or lett side of the 
chamber to avoid 
Zekelua when he gous 
to pieces and tlings 
rocks 19 your face, leunch his green fire- 
boll attacks from a dis- 
‘tance. Stand just 
heyond Eyedol’s club 
arc to extinguish this 
danger. 


throug! 

tle, yor should be 

Fall wit twenty 
ua wit 

hits oe tha kead. 


‘You can fiwiek Eyedol 
witk an Ultre Combo on 
alow difficalty level, 
but you might be the 
ose getting berned an 
the expert settings. 
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The final battle wit 
Pride Rock. Turn up the volume‘on your television so 
you can distinguish the hits from the misses. Hit Scar 
several times and jump over him, then turn around 
and hit him again. As Scar begins to tire, he'll lower 
his head. Roar at him and execute the maul and flip 
attack, If you can't flip Scar, you need to fire him out 
more. Keep repeating this technique until you flip 
Scar off the rock. 


1 Scar takes place on the top af 


= * 

TIME'S UP FOR LAVOS 
Laves has several defenses that must be eliminated 
ima precise order, so your key te victory is knowing 
what to attack and when to do it. Always keep your 
party healthy with spells and Elixirs. While the pic- 
tures and captions below show a party made up of 
Crono, Ayla and Marle, the battle strategy remains 
the same with different characters. Effective spells 
to use against Lavos with this particular party are 
Cube Toss and Luminaire. 


@) smren00 power 


Bresh Lavos'’s Revive 
spell and apsed 
tats by deetreying 
| Scsroff the a : 
iaagute the hin arms first. 
loft aide of 
The highest priority 
id t tha hattls 
the Jug Button healtty i (lal 
ee Cure 2 Spells. 
J rezorsharp grip. 
Use Simba’s rear Lavosi 
After is cut 
vitae ee) down to the core, 
concestrate your 
1 porty’s attache 
“mene on the humanoid 
the cliff adge. |e 
Flip the fetigned i 
gr until in fella a pte 
oft the ledge. If ba Cure is destroyed, 
resiste, try tiring target the tough ‘ 
3 him out some more. floating pod on 
the right 
Depending on who ls 
in your party ond whes 
you dateat Lavos, 
you could see ons of 
twalve different 
endings. 


eS Ee 


BEAT THE BOSS 


FES. BLAS} JHE SIGMA ENIGMA 
Sigma the robot is in the fourth and final stage of Dr. Doppler’s laboratory. He has 
three different forms. If takes 14 to 16 hits with a fully charged MegaBuster to defeat 
Sigma the first time and 15-17 hits to defeat him in his massive Battle Body. To com- 
plete fhe game successfully, you must escape from a rising wall of lava. 


SIN 8IdNS 


MEGA MAN *3 

a ae. * 

Pert \REYS 7 KIRY'S 
away from you. ream LAND REAM 
DUMP KING DEDEDE 


King DeDeDe is the royal pain lurking at the end of 


Climh the laft wall 


and stay above Stage 5. When he jumps or swings his hammer, a 
aoe aanek. star will appear. To win, Kirby must inhale the star 
two full Sub Tanha and spew it in DeDeDe's direction. Keep repeating 
ta survive. this technique until DeDeDe is done in. 


After DeDeDe laads froma 
gigantic jump, he'll lsavea 
star bahind for Kirby to 


Take your best shot inhala and use in battle. 

at the red and gray 

veats above 

Sigma’s head using 

8 fully charged 

eit Le DeDeDa also drops a star 
whenever he swings his 
hammer. Grab it only if 
you haow you won't get 
pounded io tha act. 

The last part of the game 

is araca to tha topata 

shatt against Sigma’s 

runaway head and rising 

lava. If tha King jumps at you, run 
undernenth him and grab 
tha star. Now spew it at 
DaDeDa hafora ho jumps 
again. 


COOLING OFF KING k. RooL 
You'll find King K. Rool in his kingdom at the end of the Big City. The big lug likes 
to throw his crown around. Jump on his exposed head untif he begins to flop around 


Begin tha hattla by follow- Duch beneath K.Roal'shally K. Roolaxacutes aix 
ing K.Reol around and jump- —_ flops. Timing your jumps helly flaps before ha 
ing onhis head everytime =‘ over the lizard is nearly returns to crown throwing Stomp 


ha throws his crowa at you. — impassitile. on his hand seven more timas. VOLUME 86 ® 


SUPER MARIO 
KART 


Super Mario Kart is in the-Zone this 
month We want your fastest times for 
the Star Cup Circutt’s Bowser Castle 3. 
Choose between Time Trial or Gran Prix 
mode and select your favorite character. 
The best racers usually nail their times 
using Donkey Kong Jr, but the big ape 
might have a tough time in the tight 
turns. The top twenty racers win four 
Super Power Stamps Cheaters who cut 
corners with game enhancement devices 
will be disqualified 


© steno Power 


KEN GRIFFEY JR.’S 
WINNING RUN 


Knock the ball past.the-Wall and out 
of the park iri Ken Griffey Jr's Winning 
Run. This month’s challenge dares 
you to step up to the plate in Home Run 
Derby mode and prove that you're 
the best in the Arena. Take a picture of 
the final results screen with your top 
home run total and mail it in to 
Nintendo Power The top twenty 


sluggers pick up four Super Power 
Stamps that can be used like cash for 
cool gear in the Nintendo Power Super 
Power Supplies Catalog 


CHALLENGE#2| 


PGA TOUR ‘96 


The Arena starter is CaHlifig your name it’s 
your turn on the- first tee at the TPC at 
Sawerass. Aim for the greenand see how 
low you can go-in-18 holes of golf. Fred 
Couples; Tommy Tolfes and Phil 


.Myekelson all managed a 64 in one of 


their rounds on this course last March, 
ind they didn’t even have a Reset Button. 
Send a photo of your scorecard to the 


| Arena. The top twenty dufférs will receive _ 
four Super Power Stamps. 


BONUS STAGE 
BONANZA 


Have you ever tried finding every bonus 
stage or area in a game? Sometimes it’s 
hard to be sure if you found all of them, 
especially if the instruction manual 
doesn’t tell you how many are in the 
game. Listed below are the total number 
of bonus stages, areas or games included 
in six Super NES titles, See if you can find 
them all. Since there 1s no way to docu. 
Ment your accomplishment in a single 
photograph, no prizes will be awarded. 
This challenge is strictly for fun. 
Can you~ 
*swoop into all five Bonus Areas in 
Gradius tH? 
drop in on alf three Bonus Games in 
Pilotwings? 3 
blast your way through ail seven Bonus 
Areas in Zombies Ate My Neighbors? « 
eunearth the four Bonus Areas in Pitfall; 
The Mayan Adventure? . 
*open the five Bonus Rooms in Krusty’s" 
Super Fun House? 
«uncover all six Bonus Challenge games 
in Yoshi's Island? ee 


orn 


MADDEN ‘96 Jonathan Wilson Hollywood, FL_ 97 Yds. Shaun MacMullan. Soquel, CA 2B 


Best NFL Records (Volume 82) Phillip Blum Milwaukee, W196 Yds Shaw Randall Elkhart, IN 218 
Most Yards Passing Longes! Run Made Phillip Blum Milwaukee, WI 200 
Scolttsokane Honolulu, HI 8031 Scott Isokane =—Honolulu, HI. = 190 Yds_- Dustin Kessinger Champaign, IL 195 
Josh Spicer Woodinville, WA 4,698 Shaun MacMullan Soquel, CA 100 ¥ds Longest Field Goal 
Benjamin Egan Madson, WI 2,278 David Nichols. Norwood, NC 100 ¥ds_ Philip Sites Sillmgs, MT 61 Yds 
Phillip Blum Milwaukee, Wi 2,180 Philip Sites Billings, MT 100 Yds Shaun MacMullan Soquel, CA 60 Yds 
Dustin Kessinger Champaign, IL 2,41 Keith Stouffman Mason, OH 100 Yds David Nichuls Norwood, NC 60 Yds 
? Shaun MacMullan Soquel, CA 1,985 Aaron Smith San Antoniu, TX 100Yds Scott Isokane Honolulu, HI 87 Yds 
A Adam & Andrew Gahan, OH. 1,B1B Mike Smrdei West Salem,OH 100 Yds josh Spicer Woodinville, WA 56 Yds 
Clinger Adam & Andrew Galion, OH 99Yds Adam & Andrew Galion, OH 55 Yds 
Steve Liska Madison, WI 1,517 Clinger Clinger 
Keith Slouffman — Mason, OH 1,434 Renyamin Egan Madison, WI 99 Yds Philhp Blum Milwaukee, Wt 55 Yds 
Kenny Tesh Frontenac, KS. --1,400.~—-«Kenny Tesh Frontenac, KS 99 Yds Steve Liska Madison, WI 35 Yds 
Nathan Conway — Silver Springs, MD 1,251 Russell & Adam —Eas| Meadow, NY 99 Yds David Simmons West Valley City, UT 54 Yds 
& Chiis Biges Goldstein Nalhan folmson Lexington, VA 53 Yds 
David Simmons West Valley City, UT #74 Eric facobsen Granby, MA 99 Yds Jamie Kurzdorfer Warner Robms, GA 53 Yds 
Jonathan Wilson Hollywood, FL B55 Steve Liska Madison, WI 99Yds Mike Smrdel West Salem,QH 53 Yils_—_ | 
Alex Thpplett Pilot, VA 784 — Jonathan Wilson Hollywood, EL 99 Yds Benjamin Egan = Madison, WI 52 Yds | 
Nathan Johnson — Lexington, VA 741 David Simmons West Valley City, UT 93 Yds Dustin Kessinger Chamupangn, Ik 52. Yds 
Samuel Nichols Norwood, NC 739 Philp talla Maple Shade, Nf 92 Yds YDSHI'S ISLAND 
Mike Smrdel West Salem, OH 672 Shawn Randall Elkhart, IN 92 Yds loceme ARTI a 
Philp Sites Billmgs, MT 642 Philp Blum Milwaukee, WI 91¥de pi omen mt Mord (Wolume #1) | 
R Cunningham — Waverly, IA 624 Dustin Kessinger Champargn, IL Bo Yde_ Rex Nabong. lorfulk, VA { 
Travis Nauman Lancaster, OH 615 Most Total Yards Stacey fice Portland, OR | 
Most Yards Rushing Sen Antonio, TX, 9,559) CSE | TelemelFark MO: 
Aaron Smith San Antonia, TX HHonali, H| 9A een IN 
Scott Isokane Honolulu, HI Madison, WI 5,275 SILAS) eae 


Dane! Wilson Castle Rock, WA 
lings, MT 4886 
eee WA 4,698 James Workman Charloftesville, VA 


Madison, WI 3515 BKC 2: DIDDY'S KDNG QUEST 


Philip Sites Billings, MT 
Steve Liska Mathison, WI 4,130 
Genjamin Egan Madison, WI 3,518 
josh Spicer Woodinville, WA 2,933 


Lexington, VA 2,873 Lowest Time with 102° (Volume Ao) 
Shaun MacMullan Soquel, CA 705 West Salem,QH 2,588 Shawn Smallman Albany, OR 258 
Mike Smrdel West Salem, OH Galion, OH 2,311 Jody Alonso Terunlo, ON 324 


Adam & Andrew Galion, OH a n 1g Jason Ruoff 
= -_ ee comtense, ALY SUPER MARID KART 


' Lowest Time on Knope Beach 1 (Valuine fe 
ee ee 2S Kevin Spalding Kees, FL O35" 
Jonathan Wilson Eas OATS Dieters Oss AL 
Mark Romani . = J ipa ; Sleve Brauer Green Bay, WI 
shawn Rast A i ee Riley Wilson. Albuquerque, NM 0’57"2 
Keith Ste i i VA 1 Tony Burrmann = Milwaukee, WI 3 
ca ee a : ‘ Chrislupher Poole Cape Coral, FL 
jamie Kurzdorfer n of 
Alex Tripplett 
Russell & Adam 

Goldslein 
= Loni 

Benjar in 

pee 


Somerset Center, MI 547 


ENTER THE ARENA | 


Write your name, address andMember Number Stamps Include your Super NES inthe phatoof © Addressentnes to 

an the back of your phato Challenges in this yen score Dim the lights and then take a POWER PLAYERS’ ARENA 
issue must be receivednaleter than August 10, few photos without e flash. if you're taking a PO BOX 97033 

1996 The top quaitfiers receive Super Power photo of aGame Boy, piece it on 4 flet surface. REDMOND, WA 98073-9733 
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All bass, all the time with this bassman’s classic 
from Black Pearl. 

This sequel to last year’s Bass Masters Classic from Black Pearl 
adds refinement to one of the more excitmg bass games for the 
Super NES Both BMC games set the hook by giving you an 
underwater, lure-cam perspective. It’s like you're sight down 
there in the lake with the 
lunkers. The improved 
graphics in this year’s edi- 
tion make that perspec- 
tive all the more interest- 
ing The developers have 
created a more realistic 
underwater environment 
with weeds, rocks, snags 
and other soggy stuff A 
greater variety of fish can also be found, mcluding big and 
small mouth bass, northern pike, and a monster bass, but only 
the bass count during the weigh-in. The game includes tourna- 


MULTI-PLAYER 
SIMULTANEOUS 


MULTI PLAYER 


TPLAYER 
MODE ALTERNATING 


PASS: 
WORD 


ments, a tackle and equipment shop, a practice pond, fast boats 
and fighting fish The actual process of reeling in a finny final- 
1st mvolves some patience as you have to wear down the fish 
with a lot of back-and-forth play. Your selection ot an angler 
can make a big difference in landing a fish. You'll also find a lot 
of variety in the five lakes where tournaments are held The 
conditions vary from cold, dark water to clear, warm lakes, and 
that requires anglers to select lures carefully If you didn’t land 
BMC last year, this ts the version to snag. 


+ Better graphics More options. Variety Character selection 


i] A28-character password Uggh 


IRON MAN X-O MANOWAR 
tN HEAVY METAL 


Memory Size Megabits 


Acclaim Comics and Marvel Comics join forces 
for one, final, battle royale on Game Boy. 


Tony Stark, the Iron Man, and Aric of Dacia, aka. X-O 
Manowar, must combine their fighting skills in order to defeat 
Mistress Crescendo and Barron Zemo, who have joined forces 
tn villainy to take over the world Yes, it reeks of evil, but you've 
got the weapons te clean up the stench [ron Man and X-O 


GAME SUPER GAMEBOY SUPER 
ENHANCED EX CHIP 


® 
BATTERY BACKED 
MEMORY 


@ _tunrenoo power 


Manowar have shoot- 
ers and regular 
attacks, plus the abil- 
ty to fly, run and 
jump. Each stage con- 
tains plenty of action 
and enough power- 
ups to keep you 
going. Players can 
also choose from four 
levels of difficulty You might wonder why tt is that these metal- 
lic-clad heroes have such a tough time staying alive against 
thugs and spiders, but at least there’s never a quiet moment. Play 
control on IM X-O is pretty g00d, as are the graphics You'll even 
find some unusual stages such as a running battle ina subway 
train This month, Power enters the mean streets of New York's 
super hero community to bring you the maps and tips that will 
spell victory over the purveyors of evil. 


+) Good action. Good graphics. Fun characters Password. 


e Annoyingly repetitious music Some slow play contrat 


WAR 3010: THE REVOLUTION (¢ 


Zanex is not what you may think: It’s a strategy 
game that spans the stars for the Super NES. 


Company .... exe! 
Release Date..... 
Memory Size......4 


Humanity has been controlled and humihated by the alien 


Kyllen for — long 
enough Now, the rev- 
olution 1s spreading 
across the galaxy. A 
band of rebels man- 
ning stolen — ships 
attacks the oppressors 
wherever they are 
weakest, but the 
advantage of surprise 
won't last for long 
Zanex uses a fairly simple battle engine based on last year’s 
War 2410 but mixes in more tactical elements, including hid- 
den technologies that give your ships advantages such as cloak- 
ing or superior shields. Each scenario pils your ragtag rebel fleet 
against Kyllen forces 
and gives you a goal 
such as protecting a 
star base or destroying 
a cargo fleet Battle 
animations use digi- 
uzed models of some 
pretty cool jooking 
space ships—a_ real 
step up from the 
comic appearance of War 2410 Rebel commanders can build 
and repair ships at star bases. Next month, Power will take a 
closer look at this interstellar war game 


9 
e 


MCULES 


& 


bec bei 
‘LiGkit_pearsoves | 


Stmple enough for anyone to grasp easily but with increasmg com- 
plexity nlater scenanos Sixteenlevels Passwords Secret items. 
Terrain defense strateqes not as logical as in War 2410 Ship tcons 
difficult to identify (Fortunately, there ts an option for using lat- 
ters instead of shipicans } 


TITLE POWER METER HATING ad a | Game ree | 


@ bass MASTERS CLASSIC: PROEDITION 3.2 


@ wan 3000: THE RevoLuTion Z "30 3.2 


Pee The Power Meter ratings are derived from evaluations on 
afive point scale with five being the highest score possi- 


SYSTEM 
KEY 


If you like the same types of games as one of our 
Power editors, then check for his or her seal of approval above 


Action, Sports, Fighting 


32 °° «37 
1 @ tron manoco MANOWAR IN HEAVYMETAL (3.203.073.2320 | 


@ Scott ® Henry 

Sports, Simulations, Adventures Fighting, Action, Sports 
* Leslie * Dan 

RPGs, Puzzles, Adventures Action, Adventures, Puzzles 
* Jeff 


w Terry 
RPGs, Simulations, Sports 


33 KA FISHING 
KA COMIC ACTION 
3000 (3.2 K-A SPACE STRATEGY 


ble for ecategory, The categories are. G=Graphics & 
Sound, P=Play Control, C-Challenge, T=Theme & Fun 


10SA Ratings 


These Independant Oigttal Software Assoc. ratings 
reflect appropriate ages for players The cate- 
gortes include: EC=Early Childhood, K-A=Kids to 
Adults, T=Teen (13+), M=Mature (17+), A=Adult 
{18+}, NR=No Rating To contact the IDSA regarding 
the rating system, call +800-771-3772 


ULTRA COMEAT—— 


riguing art pro- 
game in Japan 


ne of the most popular arcade vidi 
all time will make a comeback on 

' NES this fall thanks to Williams Entertainment 
Namco classic, Ms. Pac-man, should be 
in September or October along with Williams’ multi- 
same Pak, Arcade’s Greatest Hits The screen she 
‘om the developer, 


games ol 


he Super 


teleasec 
own here 
at press tin 


game, but we know it has something to do with 
time travel and aliens. Sounds a little like 
Body Harvest, but Ultra Combat will 

probably be a little bit simpler 

in design. 


play of the orginal munching mania action game from 1 
Players must master 
and both one- and b 


ost ol which 

play In 

game, you'll be able to play competitively or cooperatively 

(The second player controls Pac-man ) With four levels of difft 
and seven starting tevels, 

gobbling and ghost-busting action to last « 


nodes « 


the game s 
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urek’s time-warping werld is taking 

shape at Iguana Entertainment, the 

exclusive Acclaim developer working on 

Turok: Dinosaur Hunter for the N64, 

From week to week the game producer 

peports that Turok ts making leaps in quality and com- 
plexity. From what we saw at E3, we'd have to agree. 
Fully textured dinosaurs move menacingly through the 
exterior worlds, appearing out of the misty distance. The 
fog effects, made possible by the Alias development soft- 
ware, reduce the line 
of sight and make the 
restricted stages seem 
farger. In fact, the 
‘he areas are pretty 
big, and they’re all 
Wed with enemies, 


ma | 


he 

Tea) 

es Wat 
; 


©} most creative aspects of 
the game is its use of the Controt Stick on the Nintendo 64 con- 
troller, For instance, to shoot a bow and arrow, you pull back 


lassic arcade games seem to be on a roll This 
Pac-Man-inspired action game from 1982 was 

converted to the Super Famicom in Japan by 

Imagineer T#HQ will release the arcade-perfect 

translation in North America later this summer Of 

course, making a game arcade perfect for such early titles is no 
great feat The graphics are just as simple as they were 14 years 
ago. In spite of the dated look and sound, the game play 1s just 
as addictive as tt was then. One or two players can tunnel 
through the play field, collecting cherries and zapping the vora- 
ous enemies with Mr Do's magic wand. In battle mode, two 


Mr Do's compete to control the board One benefit of the sim- 
ple program 1s that tt requires less memory and a fess expensive 
Game Pak, which translates into savings for players 
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on the spring-loaded Stick, then release ittta send the arrow fly: 
ing. Turok will find a wide assortment of weapons in his cam- 
paige against the notorious Campaigner, but the how and 
arrows may be the coolest of all. 


En 
@ SOURCE Extra 
UBLISHER — Black Pearl 
DEVELOPER — Imagineer 
ARCADE RELEASE= 1982 uinversat Co..tta. 
Memory Size — 4 Megabits 
Pay Moves ~ 1 or 2 Players 
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t's too bad Nintendo didn’t have this 3-D F-Zero 
play-alike ready for Virtual Boy last year. This 
racer rocks in red and black, You pilot one of 
four planes through tunnel courses that twist, 
turn, dip and rise. Each plane has different control 
and speed attributes, so selecting the right racer for the right 
course gives you an advantage. The planes look a bit like space 
fighters and the sounds they make as they scream through the 
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underground labyrinths also reminded this Pak Pilot of the high- 
speed run down the trench of the Death Star. The only differ- 
ence is that you are in control and the course is all over the 
place. As in F-Zero for the Super NES, cars refuel and heal up 
when they pass over power strips. If there’s ever been a reason 
to pick up a Virtual Boy, you can see it in this month’s coverage 
of Dragon Hopper and G-Zero, and next month’s look at Bound 
High. A growing library of fun games makes a huge difference. 
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SHUFFLE 
YOUR COMBOS 


The Killer Instinct collectible card game from Topps is 
now available at card shops and book 
stores across the country. 
The game features many 
elements from the video 
game, Including Combos, 
i ‘|, Danger Moves, and Specials. 
4 — Players take on the role 
ei ¢ | of Shadow Corporations try- 
| Ae: ing to bring down Ultratech 
sy | by winning Killer Instinct 
lil que i) my matches. In keeping with this 
Sy story, the card game includes 
“»  a@ Promotion phase that may 
1 @ include skullduggery behind 
the scenes. The actual fighting 
takes place in arenas where a 
series of seven fighting move cards and effect cards cause 
damage to opponents, Three victories win the match. The 
graphics used on the cards come from the game itself and 
from special rendered art from Rare Ltd. Starter decks 
include a random assortment of cards, and expansion 
decks will contain specialty cards, It’s the perfect way for 
K.L fans to blow off steam when theyre away from home 
or the arcade. 


N64 RECRUITS 


Nintendo Co, Utd, will hook up with Recruit to farm a 
joint venture company that will produce four or five 
Nintendo 64 games per year. The new company will work 
with independent developers and Nintendo will produce 
the games. The idea is to support new software develop- 
ers in search of blockbuster new 3-D games for the N64, 
Recruit is a multi-faceted company that publishes music 
and comics as well as a video game magazine. 


KEMCO RALLIES 


Kemco gave Pak Watch an exclusive look at a demo of Top 
Gear Rally, an upcoming N64 racing game currently under 
development, The two minute video tape featured three 
cars (or two cars and a pickup) and several terrain areas, 
including a mountain forest with cliffs and tunnels and a 
desert course at night. Since this was just a demo of the 
game concept, the final Rally could be quite different, The 
design docs call for multiple tracks, multipte cars, and 
weather and tracks that can be customized. The computer 
graphics demonstrated an incredible mastery of detail and 
special effects In a 3-D environment, and all of it can be 
reproduced on the Nintendo 64, We hope to have devel- 
opmental shots for you soon, 
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DARK HORSE 
SHADOWS 


Dark Horse Comics published the first issue of the new 
Star Wars: Shadows of the Empire comic book series in 
May. The comic books reveal hidden depths to the story 
underlying the 
upcoming 
Nintendo 64 game 
including the dark 
dealings of bounty 
hunters such as 
Bobba Fett. 
Favorite characters 
from the movie 
series also make 
appearances. The 
time frame of the 
comics (and game) 
begins just as the 
Rebels flee from the 
frozen world of 
Hoth, Luke 
Skywalker, Princess Leia, Darth Vader, R2D2, and C3PO 
are just some of the characters you'll meet in the comic, 


A RAINBOW 
OF CONTROLLERS 


Along with the release of the N64, Nintendo will release 
Separate contrallers io a rainbow of Play It Loud colors: 
yellow, red, green, charcoal, blue and light gray. The man- 
ufacturer's suggested price for individual controllers is 
$29.95. Since multi-player capability is built right into the 
N64, the variety of controllers makes lots of sense. A car- 
tying case for the controller, N64 Game Paks and Memory 
Cards will be available for $22 from the Nintendo Power 
catalég insert packed with the N64 console. 


THE BROTHERS 
BEAR 


Help comes in many forms In the world of Donkey Kong 
Country 3: Dixie’s Double Trouble. One of the best forms of 
help may be found embodied in the 13 Brothers Bear who live 
in cabins situated throughout the world maps and sub-maps. 
Each burly bro requires your special attention. For instance, 
one bear, named Baffle, loves a bamboozling puzzle or a very 
sad bear named Blue needs cheering up. Rare plans to include 
lots of diversions in the third DKC game, making the play even 
more varied and rich than in DKC 2, We'll have more as this 
game reaches completion, 


SCATTERED BITS 


TRE Sofi, a long-time publisher of Nintendo games in 
Japan, has announced that it will be creating a Nintendo 64 
action puzzle game called Kwu-ompa. What does Kwu-ompa 
mean? We asked some native Japanese speakers who laughed 
and shrugged. Apparently, it doesn't mean anything and we 
haven't received a detailed description of the game yet. If 
you've seen a Kwu-ompa in your town, let us know. 

®Halfway around the world from Japan, Ocean and 
Infogrames, two of the largest game companies in Europe, have 
agreed to merge, which would make the new company one of 
the largest game publishers in the world. Ocean's U.S. sub- 
sidiary is currently developing Mission; Impossible for the N64. 
Infogrames, most recent litles starred the Smurf characters and 
were released by {.Motion, What does this union portend for 
the future? In the short term, Ocean reports an infusion of new 
development equipment and talent te work on Mi. In the 
future, perhaps we'll see undercover Smuris cleverly disguised 
as blue M&Ms. 

© Bandai America is looking in two directions for new Super 
NES games, They are considering releasing classic Super 
Famicom hits such as Dragon Ball Z—sort of an action RPG 
title—and starting up a new game division in the U,S. thal 
would release new titles, probably with the use of aut-of-house 
developers. Like several other companies, Bandai sees poten- 
tial in the still vast Super NES market in North America, 
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WNojpurchase necessary To enter, either fill out the Pleyer's Poll 
Pesponse card or print your name, address, telephone number, Vol. 
8G)and the answer to the trivia question ona plain 3 1/2" x 5° card 
Mait ryolir entry to this address 


NINTENDO POWER 

PLAYER S POLL VOL. 86 

PO BOX 97062 

REOMONO, WA 98073-9762 


im entry per parson, please All entries must be postmerked no 
ten than August 1 1996 We are not responsible for lost or misdi- 
| Fected mall Onor about Baste. 1996, winners will be randomly 
drew Irom among all eligible entnes By Perea tar prizes, wine 
Consent 10 the use of their names, photographs, or other like- 
Jor the purpose of advertisements or Promotions on behelf 
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SECOND PRIZE 


5 Winners 


of “Nintendo Power” magazine and Nintendo of America Inc (NDA) 
without further compensation Prizes are limited to one par house 
hold. Chances of winning are determined by tha total nlimber of 
entries received The retio of prizes to entry cards distributed ts 

56 1,000,000 No substitution of prizes is permitted All prizes willie: 
awarded To receive a ist of winners, send your request tothe 
address above after August 31, 1996. 

GRANOPRIZE. The Grand Prize Winner will receive e Nintendo 64, a 
35" television, N64 controllers in red, yellow, green, blue, dark char- 
coal and light gray, end the first ten gemes available for the Nintendo. 
64 The winner must provide a wntten release toNOA Estimated 
total value of all prizes is $3,000 Somerestrictions apply Valid only 
intheUS andCanada Void where prohibited by lew Not open to 
employees of NOA, its affillates, egencies or their immediate fami= 
hes This contests subject to all federal, state and local laws and 
fegulations 
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Use the Back Insue/Tip Baok Order Form In this issue to 
order past Nintende Power issues and books, or call our 
Consumer Service department at 1-090-255-3700 to erder 
by phone with Visa or MasterCard 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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